


lDRDS OF THE EmrYRE.A.N_ 
The following list enumerates many of the known empyreal lords ,  as well as their areas of concern and the powers they grant worshipers .  

AQlTHION.S 
Name Ali�nment Areas of Concern Domains Favored Weaeon 
Bharnarol NG Creativity, invention, persistence Artifice, Community, Good, Knowledge Sickle 

Eritrice NG Debate, opinions, truth Charm, Good, Knowledge, Nobility Dagger 

Halcamora NG Gardens, orchards, wine Good, Luck, Plant, Weather Club 

lrez NG Cards, scribes, spells Good, Luck, Magic, Rune Dart 

jaidz NG Cowards, the untested, youths Glory, Good, Protection, Travel Short sword 

Korada NG Foresight, forgiveness, peace Good, Healing, Magic, Protection Unarmed strike 

Lorris NG Charity, the disadvantaged, volunteering Community, Good, Liberation, Protection Shortspear 

Lythertida NG Idealism, potential, young death Community, Death, Good, Healing Unarmed strike 

Ondisso NG Elevation, incorruptibility, resisting temptation Good, Liberation, Protection, Strength Light crossbow 

Rowdrosh NG Herd animals, husbandry, shepherds Animal, Good, Protection, Travel Quarterstaff 

Shei NG Age, life, self-actualization Community, Good, Healing, Liberation Sickle 

Uskyeria NG Hunting, prudence, slumber Animal, Good, Repose, Strength Scimitar 

Ylimancha NG Coastal waters, fisherfolk, flying creatures Air, Animal, Good, Water Longbow 

AN.OE LS 
Name Alignment Areas of Concern Domains Favored Weaeon 
Arshea NG Freedom, physical beauty, sexuality Charm, Good, Liberation, Strength Flail 

Benorus NG Hidden wonders, mines, subterranean creatures Darkness, Earth, Good, Rune Heavy mace 

Dalenydra NG Battlefield healing, caregiving, sanctuaries Good, Healing, Protection, Repose Light mace 

lmmonhiel CG Herbs, medicine, toads Chaos, Good, Healing, Plant Handaxe 

Keltheald CG Natural formations, sunsets, vistas Chaos, Good, Sun, Travel Halberd 

Lymnieris LG Prostitution, rites of passage, virginity Community, Good, Law, Protection Longsword ___ 
Neshen LG Penitence, repentance, suffering Good, Law, Liberation, Strength Ranseur 

Pulura CG Constellations, homesickness, northern lights Air, Chaos, Good, Weather Sling 

Ragathiel LG Chivalry, duty, vengeance Destruction, Good, Law, Nobility Bastard sword 

Seramaydiel NG Communication, inspiration, music Air, Charm, Good, Nobility Blowgun 

Soralyon NG Guardians, magic, monuments Artifice, Earth, Good, Protection Heavy pick 

Tole CG Cold, frozen wilds, survival Chaos, Good, Travel, Water javelin 

Vil de is LG Devotion, sacrifice, scars Destruction, Good, Healing, Law Dagger 

AR.CHON.S 
Name Alignment Areas of Concern Domains Favored Weaeon 
Andoletta LG Consolation, respect, security Good, Knowledge, Law, Protection Quarterstaff 

Arqueros LG Bodyguards, protection, watchfulness Good, Law, Protection, War Longspear 

Damerrich LG Executions, judiciousness, responsibility Death, Glory, Good, Law Greataxe 

Eldas LG Architecture, masonry, planning Artifice, Earth, Good, Law Light pick 

Falayna LG Femininity, martial training, rings Good, Law, Liberation, Strength Longsword 

Ghenshau LG Ignorance, placidity, simplicity Community, Good, Law, Repose Handaxe 

Kelinahat LG Intelligence, spies, stealth Darkness, Good, Knowledge, Law Short sword 

Kroina LG Divination, eyes, instincts Good, Knowledge, Law, Magic Longbow 

olheon LG Deservedness, nobility, rulership Good, Law, Nobility, Protection Halberd 

Smiad LG Dragon-hunting, honor, renown Good, Law, Nobility, War Greatsword 

Svarozic LG Ingenuity, refinement, parenthood Community, Fire, Good, Law Scythe 

Tanagaar LG Night, owls, watchfulness Animal, Darkness, Good, Law Kukri 

Win las LG Ceremonies, religiousness, service Good, Knowledge, Law, Protection Mace 

Zohls LG Determination, investigation, truth Good, Knowledge, Law, Travel Crossbow 

AZATAS 
Name Alignment Areas of Concern Domains Favored Weapon 
Ashava CG Dancers, lonely spirits, moonlight Chaos, Darkness, Good, Repose Bladed scarf 

Black Butterfly CG Distance, silence, space Chaos, Good, Liberation, Void Starknife 

Cernunnos CG Fertility, seasons, wild animals Animal, Chaos, Good, Plant Club 

Chadali CG Fate, safety, serendipity Chaos, Good, Luck, Protection Net 

Chucaro CG Dreams, hallucinations, mists Chaos, Good, Madness, Magic Morningstar 

Hembad CG Connections, matchmaking, synergy Chaos, Charm, Good, Luck Spiked chain 

jalaijatali CG Natural music, rapids, waterfalls Chaos, Good, Scalykind, Water Whip 

Lalaci CG Rainbows, relaxation, shade Chao� Good, Luc� Sun Sling 

Marishi CG Athletics, contests, sports Chaos, Good, Healing, Strength Spiked gauntlet 

Picoperi CG jokes, pranks, surprises Chaos, Charm, Good, Trickery Blowgun 

Reymenda CG Childlessness, endings, responsibility Chaos, Destruction, Good, Healing Falchion 

Sinashakti CG journeys, joy, messengers Chaos, Good, Luck, Travel Shortbow 

Thisamet CG Celebrations, feasts, holidays Chaos, Community, Fire, Good Short sword 

Valani CG Change, growth, primal forces Chaos, Earth, Good, Weather Club 
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TA.IBRis's RETURN. TO HEAVER_ 
Tc is »ct ?//Cl<t)h cc 6e-hcld 9ccd»e-ss ti»d low-»ci C-/ICLoJh tc .sc"'' (;)1e-

111uliive-tf'_se- "''it/1 se-e-ds cf 6e-»e-f/ce-»t ttRde-R ti»d »u/'tL<Re- t);e-111 tc 
{!'uititt/I. TJ1e- (i;f'C-f1c»s ttf l!uiv?/I 1111<->t 6e-J1cld r;ll cf1i»9s1 ke-» oll 
t/1i»9s1 title- r;ll thi»9.s O»d j"(i/IK t/1e-111. /!i9J1t (.(i/I f;ttu,f'isf1 c»ly 

� wf/?/I it tJ"ull) K//Cw5 it.s e-»?111l) · 7J1e- J1c.st.s c/ l!e-ove-»1 tJ1e­
C1sse-1116!e-d -111(i.S5?5 cf (;)1e- C-e--le-stirJ! ;;/(J/l?s1 O»d tJ1e- C-ttt<»i(e-5.s 

Stt1Js t/1(J(; .5C(Jnd tJicft tJ1e. /�RC-?5 c/ t)t!Cd C-(i/I C/lll) c,f'iu111;;h 
0J1e./I ?vii ond (J(/ ctJ1e.;f' iRuiks tt/ (;)1e. b,f'e-ot /fe.l)tt/ld (J/'e- !01d 
6rJ;f'? 6e.f� Rt.� the-111. 

. 

Zt r-..Hi.5 itt To6;€'1s cf/? 6t.�!ttv?d 1J(JJ";f'1tt;f'-5C-htt!(ij" (i/lt)?I thot 
(;)1 i5 diJ?e- c05K /C-!!. // (; the- 6e-J1t�st tt/ hi5 s1_,;;e-;f'itt ;f's (J»d 

"''it/1 rJ thc1.cS(i/ld C-e-le-5tiv! le-9ic»5 i» tttw1 lie- e-1-1160,f'ie-d 
fic111 tl1e. ste-;;s cf l!e-ove-» tc e.x;;le/'e- 011d C-(itli/eg ol! 
cf C-;f'e-vtic11 . l!e- t1"1<->te-d J1is scl1tt!OJ"ly le-9itt11s /)J?st v11d 
{ttJ?e-111ttst tc sC-rJtte-,f' 01-11tt»9 tJ;e- ;;lo11e-s v11d ;f'e-tu;f'11 ttt 
J1i111 with occ. 1,;f'ote- i11fr,f'111otic11 . TJ1e-l) we-;f'e- J1is J;e-,f'olds 

011d sC-ttuts c;11d tl1us we-11t 6e-{ttJ?e- hi111, se-11di119 6oc.1 
�•,-.ii.._ tl1e-il" de-sC-1"1;;cittn5 ond e-x;J?/'i?»C-e-5 . Wl1e-» To6Ris 

!�(A/Id tf/()C tJ1e- 5C-htt/{J;f'_5 v._,IJ/tJ )/(id jtt1.t;f'/l?y?d tc 
the- /)e-»disJ1 ;;((Jne-s J1fid /lttt ,f'e.t1.t,f'11e-d1 »ttl" S?/lt 

0119 wttl"d itt /111111 J1e- 1111111e.d1(it?!l) 5C-/lc (i (e.91ttn 
tt/ 5tt!d1e-;f'.s ttt se-e-1 tt1.d tJ1e. !ttst sc.J1tt/(i;f's1 61<t 
tl1?1j itttt v(i/li5he-d. /I ;f'111i?s /�!!ttwe-d itt /It! (JvOi!­
C-ttt,ntle-ss ce-le-stiol wOJ"J"icRs vOnishe-d intc the­
vcid. 7i�c;lll)1 To6J?is l1i1-11.se-!f dM11e-d (i _.,1.._it 
e/ ce-le-sti(;I v,f'1-11c,f' 1-11ode- 6y /?5hvJ"11(i,f'c/1 tJ1e­
TC.111;;e-J?e-d Tr1ve-»tc;f'1 rind C-ttlle-cte-d rill hi.s 

wc,f'i.s i»tc (i/I e-11C-)1011te-d _sr;tc.J1e-I. tt T s/1011 ;f'e-tu,f'11 
v.,Jith 1119 v._,;c;f'i C-tt1-11;1!e-te-d1" J1c� stJid itt his ;f't�iri/11e-,f's1 
11c,f' //Ct (it (ii/." 

;:;,f' C-e-11t1.,f'ie-.>1 nc wttRd "''r;_s l1e-o;f'd {itt1-11 J{;6Ri.>1 l1tt 

si9/1ti»9 Re-;;cRte-d cf hi1-11 . l.e-9e-»ds s;;Rv119 iv: cJ,f'cu11d 
)1/1-11-the- 11tt6le- ,,.,,riJ"J"itt,f'-.sc.)1tJ!r;J? wf1c hvd sriC-Ri/tce-d oll 

i» J1is €1,e-.st {ttJ? ;;e-J?fect k11tt"''!e-d9e- .  l.iie--111i»de-d se-e-ie-1".s 
cf t;f'ut/1 wl1c felt 111i.su11de-J?stccd 011d thwo;f'te-d icck c11 
To6Ris 05 the-ii" ;;(Jc/'tt»· ;!t (J»9t�!ic 1othe-J?i»9s1 T(i6/'i5 1s 
/l(J111e- w{J5 ;f'e-1.,.,e-1116e.J?e-d ond (i ,;11tt1-11e-»i cf 5il ?»C-e- J1e-! d 
/�I" J11111 . Zt is y;;d thr:.t u;Jc/I tJ1e. /�1,,J?t/1 !eve.I ttf 

"' f� jOID THE CHRORlCLE Of l!u;ve-n1 tt1.tcs1de. tJ1e. 0Re-c:.t l.16J?(iJ"l) tt/l!cJR111c»/t!1<5 
.;1 1� Sc.R1;Jt1<Re-1 cJJ?t15c5 /'(J/5e-d (i 5c(icut� ttf To6Ri5 C-fiJ"ve-d 

THE RjGHTEOUS /J?tt111 9tt1de-n 91j/J5fAll1· 
. . . f' /le-Oi/C-/J (i/10 oli S¥;;ttse-dll)1 tJ1e- /}Rsi 61c;c.1 c!cuds tc 6e-9J"i111e- l!e-ove-n 1s 

u}J1e-!'e-i11 tJ1e- hy;;ttC-l'i51
1
C· 5 tt . c,, "'''ve-cde-o O»O slie-.s 9othe-Re-d c11 t/1e- doy 7{;6J?i.s Re-r:i;;;;e-0J?e-d1 e-cns ofte-J" 

I t. I D (i/1?5 (</'-V /'-V -
tJ1e- ctJ1e-1' ce- M

010
1_ r. "'tt U ? » 5e-e-O u;;ttn the- )1/s de-;;vl"tt,;f'e- . TJ1e- c!c1,d5 )1e-!d »e-itJ1e-;f' ;f'Oi» »M' li9/1t»i1191 

, ·/ /1 ' 0 5t!w? /Kt:-- l'-·1· /' . ' ) ,, ,·c I 11 d i ·1 "·6 1.·1· I (.(Jr,(J c7 e-- 1 1 _ 0 le- -{ tc -e-5te-/' /// ''Iv I' tt/I y 0 Si.tu?// (Jn tj1tttt111y �>11?nC-t" ·  -..J / y une- (J/J:j? .s u;1 
6e-911/!'e-J1e-o 110 9e- ('11 (J»d dtt,Jn tJ1e- 1-Mttu»t(J/» /rii/Jce-d ttl" "''1thdRe-1J 1»51de-! . . !'ciie- /iitk f') p J1te-ttu>1 , , i 61 , ,,,,. i ,  ,1. ·o c , . 6 d t!wll e-- _. ·· -CJi;(tt/J/C-le- c - t 1e- 'It/ ,, cJ1?1115?tv?s1 u/l(J 1? ,,tt 01�l-/C-u1(i,.? 01e-;1, /J"tt/Jl/?C-!?5 e-gttn 

117),e- /�//'111c;1-11e-11t U/Jve-1ie-o 'l the- C-clie-C-tive- "''J1is;;e-R1 WJwt ;f'e-1110i/J.S ho.> ;f'e-tu;f'ne-d. 7 J1e-

\ 
_»' • ;� LcRds :f tl1e- e 111;;yRe-On1 J1e-o;f'1n9 tl1e-.se- st;f'rin:Jt:- J"e-;;cRts1 

1 ., l1e-!d l/cnC-cJ"dc;/JC-e- in the- Cc1,J"ts cf ;f-cctt;f'd. 7 l1e-y J1vd 
• If .u. . • ----- 6 . . 6 d I. 7--·-6 . . . v,f'e-ly (t.S.Se-111 le- w11e-11 (t ,f't_5 C-0111? 1nttt ///C-w. 

Tt i.> sr;id tJ;e- 0119e-I v;;;;e-ri;f'e-d tt11 the- (c""'e-st s!ttpe-s tt/ l!e-r;ve-11 /)Rst1 Cind lie- stl"ttde- in (i C-ril1-11 011d 111e-rJ_s1,J?e-d ;:_vC-e-
1-'-/1 the- side- ttf the- 111ttltnt. CriC-); ttf hi.s ste-ps C-cve-,f'e-d se-ve-n le-09ue-s1 011d 6tttf1 wote-;f' 011d lr;nd sJ1ifi_.e-d (i5/de- 6e-fr,f'e­
the- J1cJ99(JJ"d "''fi/'J"itt/'-.sd1tt!(JJ". The.� tf't,/»e-d ;f'e-111fii»s tt/ J11s tJ;f'111ttJ" dis;;/vye-d /MC-11110/'ks "'')1e.;f'e- its 9e-1115 J1fid 6e-e.» ;;J?/e-d 
tt1,,t ond l1u9t� ;f'e-»t5 o!I (JJ"ttu»d1 05 i/ de-livt�l"t�d /�tt1·u tJ1e- C-(fiv> tt/ stt111e- t�»tt1"111tt1,5 6e-fist . ](i6J"1�/5 /oce- "''(is ft(J»dsttme­
ond se-J"e-»? (is MwrJys1 find his e-ye-s shtt1,ve-d »ttthin9 tt/ tJ1e- 5)1(iti?J"e-d 6e.i»t) 6e.hind the-1.,.,. J)1e-y we-,f'e- {J5 C-!ttse.d dttttl"s1 
/Jt.�1"1111Uin9 tJ1e. t.�sa:.;;e- ttf /J?/tJ1e.;f' li9J1t ntt;f' .>ttu»d. 



The 11rrmtt!'t(;/ jud9es l'ttse ttt the.ii' Het (;s To6!'i5 
ente!'ed tJ1e Ctt1<1'thttk>C-- /le J1el d (; hiUe!'ed sMchel 
in hi-> (i,f'ms 1 (ind when J1e 1'UiCJ1ed the tj!'(;nd to6! e 
(i,f'cr,nd 1,v/1icJ1 tJIC� ?f'M/JIJ!'U;! ltt!'d5 stttttd1 J1e l</;ended 
the- co_se,, l�tt!1tts1 sC!'tt!!s1 w1d tttl'M?S .>111 !/e-d /e!'tk 
7- u • o6!'is .sr;id siH111!':!1 ;11':! iv'e!'l i.5 dttne- .  

T/1e ((5S?1116!ed !tt!'d.5 C!'ied ttL<t in til'MM-?111e-nt . 
n1e-':! 11icle-d t'-,P the wtt!'L5 ond 6e-9on ttt /1111 t/11'ttt<tjJ1 
t/1e- 1109es1 e-xc!c;i111in9 ttv?I' T(i6!'is 's !'e-se-ri,f'C/1 ond 
il/1<s/ftitiens (ind tJ1tt!'e£<9J1ne-ss, On!':! ttne-1 iv'Jte J1od 
lnttwn 7{;61'1s ,,,)c.�11 6e/t.Re. J1e. e.111601'le.d en J11s 
l'M/S5/en1 stt�;;;;e.d fi!'tt1,nd tJ1e. t(i6(e. ond ((iid (i hond 
en T(i61'1s )s (},€'111-

u v • ,J r ttu lttttl 1,v/1ttle.1 61'etJ1e-1'1 tJ1e- ltt!'u-tl1tt1<9J1 1,vh;c/1 (1 ttne.1 /tttne. C(in !'e-col/-s(;1d1 61<t l}ttul' sltn c/11(/5 
l'Ml) h(:tnd (;nd tje1<1' 01<,f'(i ne lttn9e.1' ill1<111ine.s l/eu!' 
feot1,,f'e.s, Ve1<1' 01'111ttl' 11l'eve.s tJ1e- t1'i61t!r;t;ens ye1< hove­
{Oce-d. (! tt111e. 1 sit ond !'est l)e1<1'.se-!f" 

To6!'is 111eve-d nttt- //s tJ,; t:-l'M11y!'e-o! le!'d 11le.ode-d 
1v'ith J{i6!'i.5 ttt !'?.5t1 tJ1e C!'iM ttf ddi9J1t c;,€'tt1</1d 
the- to6!e- t1<1'ned ttt e-xc!O!'M(it/tt/JS ttf J1ttl'l'ttl'- The­
ce-!e-stio!s /1(id !o;d honds en tJ1e- 01'itin9s neiv' co/led 
the /'5ttttl ef tJ1e. l>ol'Mned1 1,v/11ie- ttthe.!'s /1(id do!'ed 
ttt �eod sttme. tt/' the J1e!'e.sie.s de-,oicte.d 1n tJ1c.� 
1,nce.nse!'e.d (;nd con did (! l11'ttnicle ef tl1t� Ri9hte.eus-
7J1e- /1(itf'die-1' ttnC-5 sli1N11?d se!'M? tt/' the jJ(}tj?S enllj 
ttt t1<1'n tJ1ei1' ;;iC?S (i,o.,1(itj1 tJ1e.i!' ex,o!'e.ss1ens t,,,)1sted 
in htt!'l'el' 1,v/11ie- hell/ ter;!'s ,f'(;n /}ttl'M tJ1ei1' ?tJ?S, 

-j:_ 

::whot J1cwe- ye1-' dttne-?" ene1 11e-RJ1�_5 OjJ.
7
1e-en1 de-!'Monde-d in on91-<isk 

CURATORS R_OTE 

/Ve 111tt!'e t/1(;n whot ,,,,(iS (;,sled ef l'MC-1 (;6!'is Replied. 
/!is /e(itu!'e.s 1'?1uOine.d censt(int1 il'Ml'Me61I e. .  lie.� stttttd st1'(;19J1�1_ 61<t his tttl'n ,,_,in9s J1unf li11y�ll/ dtt"'((:!. J11s 6c;cl1 ond /11�5 

ence-silve!' /1(i11' sl1ttne nttt in the l19J1t 61,t ,,,,(is /(;/ti (;nd tj!'(;y. l he dc.�v(i s/1,f'(inf fiw(;l} /l'ttl'M l (i61'1s- lJ11s 1�5 net wl1ot 
J '! , J t17- , '! ,,,,(is (;sleo 1 _5J1e. ,,,)h1s;; e,€'e.o- J1is 1.> tt6!ivittn. (1 ,C ,('• (l I) /,' (' cx;J/(iin l)e1<1'se.lr1 (intttl1e.1' ce.le-stki( ,oleride.d. /le!'e.1n lies () !'e.Ce!'d tt · ye1<1' sfiCl'i /Ce.s1 tJ?S1 61<t /tet ttnll/ S()Cl'1rice-s 

e( ytt1<1' 11esse-ssiens el' /ie-sk VcL< hove- tjiven tee H11<Ch1 Tr;61'is-9iv?/1 yttL<I' 1'e-osen1 ye1<1' divinity; ye1<1' v?l'l) se-!f! 7� 
,J . - - I 17 d J/• !'?Cttl'u tJ1e-se- (itl'eC1t1?.51 tJ1e-se J1e-1'?.51e-s, ,\e-11e.nt fin 6e- (i6se!ve-u. 

II • 7 
· 

«7 
· 

T sl1ti// ntt/,1 o6!'is _soid in his l'M?O_St<!'ed veiCC-1 t/1e- (iii' in Jii.5 th!'ttot lilt:- tjl'Ove/, J1e- t1'1<tJ1 lie-s wit/1in tJ1e-_5e 
;;ofie-s . TJ1e- tl'ut/1 ttf t/1e 1111t!tivel'.5?1 6etJ1 !19J1t ond dtil'f1 Md tJ1e- !'eCe!'d e/ 0J1ot is l'C-€1,i!'ed ttt 6ehtt!d c;//, • 

1 �L< hove o!!tt""'e-d tJ1e dc;,f'Jness ttt odu!te-l'tite yttt<I' s;;11'it/ Ci/Jttthe!' so/d, 1101,tf' 61'tttJ1e-1' .5pUiJ_s tl't<?- l!e;;e-nt1 ond 
6e- o6stt!ved. • 

(I I/ • - - (' (I 
r N<I' (;6.>ttlutittn ott,f'(;cts me nttt1 lri6!'is 5(;/d1 e-och wtt!'d d!'ttp;;in9 te tJ1e. 1ltte1' !;le tee .  Z /1(iv? dene. ()S Z wOs 

(isled (ind it 1s ;;len(itf'l) (;nd (iCC1<1'0te. . SJ1e1<ld T o6Stt!ve. H1l)Se.!f tt/' H1l) ;Je.l',se.ve-!'once? • 

t1We /1(;ve. tt//;.:,!'ed lJel< 1'e.de.141;;t/ttn tw/Ce.1" ()nttthe-1' on9e.I S(iid stt!'!'ew/Llll/- tt/>e net Re/use l<S o thi!'d t1111e. ." 
t1I sh()(! net wfiit /;!' lJel< te (;sl fitj(;jn." T(i6!'is tu!'ne.d (;nd1 with the "')e.19J1tl/ 9oit tt/ tt/JC- 1,vl1tt hos seen "'')1(it con 

ne.vel' 6e 1,nsee.n1 ,ol'ttCeeded /ittm tJ1e Ctt111'ts . 
The t;sse1116!ed J1ttsts /!ew c/te!' h11-111 c;// exce;;t /11.5 tt!d /-fie/Jd, t1z/' yttu t1<1'/1 (iwfiy /itt111 1c5 /Jttw/ tJ1ey sr;;d ti.5 ttne1 

11yttu t1.,,f'n (i1,v()lj /�!'e-ve,f', Vcl<I' ste.;;s 0111 ne.ve.!' t!'e-od t/1e. S(iC!'e.d J41ttunt(;/n ()tj(;1n- /Vtt ,f'er;/111 tt/' the divine s/1(;11 e;;e-n te 
l/e1_,, /fl! 9le1'/tt1<s C,f'?(Jtu!'e.s s/1(;/I tul'n t/1e.11' /}iCc�s /}e141 tjttl<-" 

7(.6!'is ttnliJ st!'ede- (iw{)l) in silc�nce1 (ind 1,v/1e.n he- 1'Uic/1e.d t/1e. lewe-.st e.d9e. ef the 1uttunt (ind vOnisJ1e.d1 t/1e. 6/(;cJ 
cltt1,ds 6!'ttle. (y;(;tf't ond tl1t� sll/ shewed 61'19ht eve!' /luiv?n ttnce. 1ue!'e.-

The tj(it/1e.1'e.d J1ttsts t,,J(isted /1tJ time- 7;9e.the1' tJ1elj Cttllecte.d 7(.61'1/s 1,vttl'ks (}nd lttcled tJ1e111 w1th1n (i 6!'M-?n 
cJ1est . 7J1e. c/1e..st wOS htt1sted 11;Jttn (i ;;(i/(in€1<1n (ind C{i1'1'1ed 61J /�ul' /JIN<-> sttl(il',s ttt the di1,,lt-ltl ns 6ener;th the 9!'er;t 
!i6!'0l'l)· TJ1e-1'e- tJ1e-y Cttnsi9ne.d To6!'is's te-xts te tJ1e htt!l} f/c;l'Mes-tJ1e- wtt!'ls 0e1<!d 6e- de-st1'eyed1 os wtttt!d (iny ce11tes in 
Onlj !ttCOtien in t/1e- 111Lt!tivel',se1 /Je H10ttel' J1eiv' !'?!'Mete- el' iv'e!! wo!'de-d. 

,.1>t<t e-ve-n /�!' the- 9ttttd e/ 0!!1 tJ1e- divine (,(innet e-xtin91<1sJ1 t/1e- ttf'1,th ence- it hos 6e-e-n 1<nve-i!ed. WJ1en tJ1e- Ctil'l'it:-l's 
J1e-ove-d t/1e 6!'M·-e-n cJ1e-.st inte t/1e- vo1t!t-li!n1 t/1e- !ttcl.5 en tJ1e- c/1e-st snt'1p;;e-d ttne- 6y ttne- (ind tJ1e- side-s 61<1'.5t e;;e-n1 
1'eve-o//n9 net/1/n9 wit/1/n. T(i6tf'i_/_5 wtt!'i.s lttid tjtt/1e1 scoUe!'ed t/11'e1,9J1tt1d tJ1e b!'e-ot ,lfeyttnd1 O/Jd J1ove- nttt 6e-e/1 
!'eosse-1116/e-d ttt t/1/s doy .  



PATHFINDER CAMPAIGN XETTINfi: CHRONICLE OF THE �lfiHTEOUS 

LORDS Of THE f MPYREAN 
Wi T H  UN..'B L iN.. K.iN..G E Y E S  I L O O K.  U IP ON.. m Y S E L F  AN..D m y  K.iN.. iN.. T H E  

C E L E S T i A L  S IP H E RE S - T H E  L i G H T S  O F  HE AV EN.. AN..D i T S  N..E i G H 'B O RiN..G 

P L A N.E S  A RE A 'B A L m  T O  m y  S O RE vi s i ON.. . EV EN.. T H E  STA RS '  G L O W  i s  

N..O T  so IP U RE A S  T H E  F O Rm S  O F  T H E  L O RD S  O F  T H E  EmJPY RE AN.. , AN..D T H E  

m O UN..T A iN..s '  m i G H T  G i V E S  WAY 'B E F O RE T H E i R  Ri G H T E O U S  IP OW E R. 

J\l.O T ALL O F  T H E  L O RD S  STAN..D S T RA i G H T  AN..D G L E A ID iN..G iN.. T H E  N..O ON..D AY 

S UN.. , H OW E V E R. GRA C E  AN..D G O O DN..E S S  H i D E  iN.. UN..E X IP E C T E D  F O RID S ,  AN..D 

T H E Y  W H i S IP E R  F RO ID  T H E  S H A D O W S  A S  S U RE LY A S  T H E Y  T RU ID IP E T  F RO ID  

T H E  H E i G H T S .  ON..E ID AY O F F E R  A K.iN..D E Y E  AN..D F O RG i V i N.G s m i L E ,  W H i L E 

A N.O T H E R  O F F E RS O N.LY T H E  F i N.AL jU D G ID EN..T O F  A N.  E X A C T iN..G 'B L A D E .  

- F RO ID  T H E  CHR.ON}CLE OF THE RIGHTEOUS, 
"ON. �IP IP RO A C H i N.G T H E  S u m m i T S  O F  HE AV EN.." 



E mpyreal lords are typically seen as embodiments 

of mortal virtues such as justice, honesty, loyalty, 

and freedom, though their natures encompass 

more dimensions than any single word can capture. 

Each empyreal lord is a nuanced being with a specific set 

of interests and a unique philosophy, and while all the 

empyreal lords exemplify goodness in one way or another, 

the form such goodness takes varies dramatically. Just 

as evil comes in many shapes ,  so too does good show its 

glorious might in myriad fashions. 

CELESTiAL HER.iTAGES 
Each empyreal lord i s  associated with a particular paragon 

race: agathion, angel, archon, or azata. Empyreal lords 

possess  the alignment and general physical attributes of 

their associated race-for example, agathion empyreal 

lords are neutral good and typically have bestial aspects. 

An empyreal lord's association with a particular paragon 

race does not necessarily mean the empyreal lord evolved 

from a member of that race, however. Some empyreal 

lords were indeed paragons who became exalted through 

exceptional deeds, but others manifested directly from the 

most remarkable mortal souls or divine miracles .  

R_EAD il'lG EmPYREAL lDRD ERTR.iES 
Each of  the empyreal lords detailed on the following pages 

is presented in the same format, starting with a stat block 

that summarizes the details of the empyreal lord and 

ending with a list of boons that the em pyre al lord often 

grants its most devoted and virtuous followers. 

Name: The empyreal lord's name is followed by its most 

common appellation or epithet, its gender (except for 

those who are genderless  or multi-gendered), its associated 

paragon race, and its primary areas of concern. 

Cult: This section lists the empyreal lord's holy 

symbol, the locations where its temples are most often 

found or the themes those temples often adopt, the type 

of people and races who most often worship it, the types 

of celestials and monsters often associated with the cult 

(usually as guardians or pets), and finally the empyreal 

lord's obedience. An obedience is a method of worship 

closely tied to the granting of divine power-see Celestial 

Obedience on this page for further details on who must 

perform obediences and what obediences can grant. 

Boons: A mystery cultist (see page 48) or any creature 

who takes the Celestial Obedience feat can gain boons 

from worshiping an empyreal lord. This section lists the 

three most common boons the empyreal lord can grant. 

The first boon is always a spell-like ability-either a lSt­

level spell-like ability usable three times per day, a md­

level one usable twice per day, or a 3rd-level one usable 

once per day. The second and third boons are unique 

extraordinary, spell-like, or supernatural abilities that 
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vary with each empyreal lord. Unless  otherwise stated, 

spell-like second boons that do not duplicate existing 

spells are treated as 8th-level spell effects ,  and spell-like 

third boons are treated as 9th-level spell effects .  

Note that the domains granted by each empyreal lord, 

as well as their favored weapons, are listed on the inside 

back cover of this book for ease of reference, and not on the 

following pages .  

Each stat block is followed by several paragraphs that 

describe the empyreal lord's appearance, personality, and 

realm in the Outer Spheres .  

CELESTiAL O'BED iERCE 
Empyreal lords welcome prayers and tithes from all 

mortals, but reserve their divine gifts for those willing to 

sacrifice more. Such acts of sacrificial devotion are known 

as obediences .  An obedience is typically an hour-long ritual 

that must be performed daily; unless  otherwise stated, it 

does not harm the creature performing it. Spellcasting 

mystery cultists can integrate their obedience completely 

with their normal hour-long rituals and methods of 

preparing or regaining spells-others are free to perform 

their obedience at any point during the day. Most choose 

dawn as the time of obedience. 

Obedience can bring with it great boons, particularly 

to the most powerful of an empyreal lord's followers. The 

Celestial Obedience feat allows a worshiper of an empyreal 

lord to gain access  to additional resistances and powers .  

The mystery cultist prestige class  (see page 48) allows 

access  to the most powerful boons more quickly. 

N_EW FEAT: CELESTiAL O'BED i ERCE 
Your reverence for  an  empyreal lord is so great that daily 

prayer and minor sacrifices grant you special boons. 

Prerequisites: Knowledge (planes) 3 ranks, must worship 

an empyreal lord. 

Benefit: Each empyreal lord requires a different 

obedience, but all obediences take only 1 hour to perform. 

Once you've performed the obedience, you gain the 

benefit of a special ability or resistance as indicated in the 

"Obedience" entry for the empyreal lord. 

If you have at least 12 Hit Dice, you also gain the first 

boon granted by your empyreal lord upon undertaking 

your obedience. If you have at least 16 Hit Dice, you also 

gain the empyreal lord's second boon. If you have 20 Hit 

Dice or more, you also gain the empyreal lord's third boon. 

Unless  a specific duration or number of uses per day is 

listed, a boon's effects are constant. 

Mystery cultists (see page 48) gain access  to these boons 

at lower levels as a benefit of their prestige class .  

If you ever fail to perform a daily obedience, you lose all 

access  to the benefits and boons granted by this feat until 

you next perform the obedience. 
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CULT 

Grandmother Crow 
LG female archon empyreal lord of 

consolation, respect, and security 

Holy Symbol hand with a wristlet of crow feathers holding a 

willow staff 

Temples courthouses, orphanages, schools 

Worshipers authority figures, the bereaved, the conflicted, elders 

Minions blink dogs, celestial crows, hound archons, lantern 

archons, lawful good tengu 

Obedience Recite the Obeisance of Glorious Preservation from 

memory while weaving a small basket from willow branches 

and filling the basket with food, money, or other sources of 

comfort to give to the poor at your next opportunity. Gain 

a +4 sacred bonus on saving throws against spells that deal 

non-energy hit point damage. 

BOONS 

1: Comfort of Faith (Sp) sanctuary 3/day, align weapon (law 

or good only) 2/day, or magic circle against chaos/evil 1jday 

2: Demanding Presence (Sp) You can cast silenced dictum 

once per day. 

3: Divine Gaze (Su) Your eyes become the golden eyes of a 

crow. You gain darkvision out to a range of 60 feet (or, if 

you already have darkvision, extend your current range by 

60 feet). Once per day as a standard action, you can shower 

yourself and any allies within 30 feet with divine light from 

your eyes, granting each affected target a +4 sacred bonus 

to AC, a +4 resistance bonus on all saving throws, and SR 25 

for 1 round per HD you possess. 

In her mortal form, Andoletta stands 5 feet tall and has a 

stern, wrinkled face and kindly-but sharp-hazel eyes .  

Her gray hair is tucked into a sleek bun at the back of her 

head. She leans on a willow walking stick and wears a cape 

of glossy black crow feathers. 

Innocence and guilt are always clear in Grandmother 

Crow's eyes.  She offers not a drop ofmercytothe irredeemably 

wicked, but at the slightest hint of doubt in an evildoer's 

soul, Andoletta is there to light the hard but worthy path 

back to virtue. Her image can be found in courts ,  where 

her stern gaze pierces the souls of even the most hardened 

criminals, and in morgues,  where her kindly countenance 

offers solace to the bereaved. Of all those she watches over, 

Grandmother Crow particularly favors children, seeing in 

them an unadulterated potential for goodness .  

Andoletta's cottage stands in the verdant Field of 

Opsimathy, near the summit of Heaven; feathers protrude 

from the plaster covering its walls ,  and it smells of fresh­

baked bread. Visitors who show proper respect may see 

a garden of happy families and lost loved ones secreted 

behind the tidy cottage. 

CULT 

ARQUEROS 

The Golden Bulwark 
LG male archon empyreal lord of bodyguards, 

protection, and watchfulness 

Holy Symbol gauntleted hand ringed by black briars 

Temples cities at war, royal palaces, trade cities 

Worshipers bodyguards, caravan guards, gatekeepers, royal 

tasters, stern parents 

Minions celestial aurumvoraxes, guardian nagas, shield archons 

Obedience Pray while holding a heavy shield over your head 

for an hour. Gain a +4 sacred bonus on Strength checks and 

Strength-based skill checks. 

BOONS 

1: Divine Defense (Sp) shield of faith 3/day, shield other 2/day, 

or magic vestment 1jday 

2: Greaves of Gold (Su) You gain a + 1 O sacred bonus to your 

CMD when an opponent attempts to bull rush you. You may 

always attempt attacks of opportunity when a creature 

attempts to bull rush you, even if your opponent has the 

Improved Bull Rush feat or a similar ability. In addition, you 

may attempt an attack of opportunity whenever a charging 

opponent enters a space you threaten. 

3: Living Aurum (Sp) You can cast iron body once per day. 

Instead of iron, though, your body is transformed into living 

gold. In addition, you gain SR equal to 11 +your HD against 

spells cast by evil creatures while under the effect of this 

spell-like ability. 

Arqueros protects his charges against corruption and evil, 

providing a testament to what the stalwart can accomplish. 

He stands 12 feet tall, and even while completely stationary 

(as he often is while at rest) he is a spectacle to behold; 

clad in gleaming golden armor, one gauntleted hand 

always gripping a diamond-bladed longspear, the Golden 

Bulwark is a continual inspiration to the shield archons 

who serve him. The ground trembles where Arqueros 

treads and legend tells that not even Baphomet's charge 

could move the mighty empyreal lord. 

Many seek the protection of the Golden Bulwark, but 

only a chosen few earn his measured attention. It's not 

always clear why the Golden Bulwark takes on a particular 

charge, but when he does, he protects this chosen individual 

with all the power at his disposal, sending legions of his 

celestial minions to the aid of those who cannot stand for 

themselves .  Only rarely does Arqueros himself appear to 

protect these chosen devotees; his sacred duty prevents 

him from leaving the Prime Vallation among the lowest 

slopes of Heaven except under the direst of circumstances .  

Bodyguards, guards ,  and children's guardians-as well as  

soldiers and civic leaders during a time of war-frequently 

pay homage to Arqueros .  



ARSHEA 

Spirit of Abandon 
NG angel empyreal lord of freedom, physical 

beauty, and sexuality 

CULT 

Holy Symbol reclining figure draped in 

multicolored sashes 

Temples artists' studios, burlesque parlors, dance halls 

Worshipers courtesans, painters, the repressed, sculptors, 

sexual partners 

Minions aasimar enchanters, astral devas, good nymphs 

Obedience Achieve sexual release by yourself or with one or 

more partners. Praise the most beautiful aspects of yourself 

and any partners aloud, and offer a prayer to Arshea while 

still naked. Gain a +4 sacred bonus on Charisma checks 

and Charisma-based skill checks when interacting with an 

intelligent creature who could be sexually attracted to you. 

BOONS 

1: Arshea's Charmer (Sp) disguise self 3/day, mirror image 

2/day, or charm monster 1/day 

2: Flawless Form (Su) Gain an armor bonus equal to your 

Charisma modifier (minimum +1) whenever you wear 

revealing clothing and no armor. 

3: Liberation (Sp) You can cast freedom once per day. 

Arshea inspires passion and comforts the repressed, 

and perhaps no empyreal lord is rendered in art as 

often as the Spirit of Abandon. 

Arshea's form suggests the best traits of 

both the masculine and the feminine. The 

empyreal lord's lithe body is physically 

ideal with a flawless combination oflean 

muscles and soft curves. The Spirit of 

Abandon's face is a study in perfection, 

and some claim that those who look 

directly on the being's countenance 

can never be satisfied with mortal 

beauty again. Gossamer clothes 

constantly swirl around Arshea's 

form, alternately hiding and 

revealing the empyreal lord's 

androgynous form, and 

Arshea's gray and blue 

wings flutter gracefully 

as though part of an 

eternal dance. 

Freedom matters most to the Spirit of Abandon, but 

not simply freedom of the body. Arshea espouses utter 

liberation of the soul and encourages mortals to abandon 

needles sly constraining beliefs .  Arshea's influence guides 

mortals to experience love and sexuality in whatever 

manner they desire, provided the experience is harmless  
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or mutually agreed upon. Individuals experiencing 

deep misery as a result of repression or yearning will 

sometimes find a soft gray feather, jeweled bangle, or scrap 

of gossamer fabric on their beds as a sign ofhope from the 

Host ofDelectation. 

Worshipers of Arshea believe that one's gender and role in 

society are not tied to one's physical form. Arshea's faithful 

often dress and behave as members of the opposite sex (or 

another defined gender role in societies with multiple roles) 

for months, years ,  or even decades ,  believing that such 

experimentation is the best way to overcome repression 

and understand true freedom. After their self- stylized 

pilgrimage of the self is complete,  these devotees choose 

the gender identities they decide best suits them. 

Arshea has no permanent home. The Spirit of Abandon's 

independent nature takes the empyreal lord across  the 

celestial planes and through the mortal world in an 

endless ,  unpredictable cycle. 
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CULT 

True Spark 
CG female azata empyreal lord of dancers, 

lonely spirits, and moonlight 

Holy Symbol dancing woman silhouetted against the full moon 

Temples barrows, graveyards, isolated communities, wilderness 

Worshipers the bereaved, dancers, ghosts, good-aligned 

lycanthropes, lonely individuals 

Minions half-celestial werewolves, lunar nagas, pegasi 

Obedience Dance in an isolated place under the light of the 

moon. If no moonlight is available or if someone witnesses 

your dance, pray for the spirits of the lonely dead and then 

leave a lighted lantern in a dark area. Gain a +4 sacred bonus 

on saving throws against spells and effects cast by undead. 

BOONS 

1: Lunar Dancer (Sp} faerie fire 3/day, cat's grace 2/day, or 

daylight 1/day (visible effect is moonlight) 

2: Moonlight (Sp} You can cast an enlarged sunbeam once per 

day. The visible effect is a beam of brilliant silver moonlight, 

but the spell's effects are unchanged. 

3: Compelling Dance (Sp} You can cast irresistible dance once 

per day. If you cast this spell-like ability on a willing creature, 

the target is affected normally by the spell but also gains a 

+4 sacred bonus on Dexterity checks, Dexterity-based skill 

checks, and Reflex saves for 24 hours after the effect's initial 

duration ends. 

Legend tells that benevolent marsh lights, used for guiding 

lost travelers to safety, danced in Elysium for countless  

millennia before one night coalescing into the graceful 

form of Ashava. Now the empyreal lord known as the True 

Spark dances in dangerous wilderness and lonely graveyards 

alike, leading lost spirits home. 

Ashava's every motion is light and unfettered; she moves 

like the wild wind across the plains .  She stands 7 feet tall, 

and her olive skin holds a perpetual flush, as if she has been 

dancing outdoors for some time. Ashava's form is always 

obscured by shadows in the light; her features only shine 

clearly beneath the luminous moon. She wears a gown 

woven of starlight, and a wreath of colorful moss  encircles 

her dark brow. 

When individuals die violently or unexpectedly, their 

spirits can become lost. Lonely ghosts and confused 

spectres become hypnotized by Ashava's dance and follow 

her as she leads them to their peaceful graves .  Those who 

watch over dangerous areas where travelers can lose their 

way pray to Ashava for the safety oftheir guests. 

Ashava despises will-o'-wisps and goes out ofher way to 

destroy the foul creatures .  When not guiding spirits ,  Ashava 

lives in the moonlight of the Sparkling Fens on Elysium, at 

the base of the Mountain ofLingering Soulsong. 

CULT 

The Tempered Inventor 
NG male agathion empyreal lord of creativity, 

invention, and persistence 

Holy Symbol two tipped potion flasks combining their contents 

Temples factories, libraries, studios, workshops 

Worshipers artisans, artists, inventors, researchers 

Minions animated objects, golems, celestial gorgons 

Obedience Perform the motions of your preferred method of 

creation while letting your mind center on the teachings of 

Bharnarol. Follow any creative thoughts that arise to their 

conclusion. Gain a +4 sacred bonus to AC against attacks 

made by constructs and a +4 sacred bonus on saves against 

spells and effects cast by constructs. 

BOONS 

1: Inventor's Tools (Sp} grease 3/day, fox's cunning 2/day, or 

secret page 1/day 

2: Improve Item (Su} Three times per day, you can enhance 

the effects of a magic item that either is consumed during 

use or has charges. As a swift action, you can enhance a held 

expendable item's effects as if using either the Empower 

Spell, Enlarge Spell, or Extend Spell metamagic feat. You 

must use the item during the same round you improve it in 

order to gain the benefits of the selected metamagic feat. 

3: Transmogrify (Sp} You can cast extended polymorph any 

object once per day. 

Bharnarol is a powerful figure with muscular arms for 

stoking forges and hammering metal. His head is that of 

an elephant, with silver skin, wise eyes ,  and ivory tusks. 

He wears a neat leather apron embossed with images of 

industry and invention: anvils ,  books, flasks, forges ,  

honeycombs, kilns, pulleys, and water wheels. With his 

razor- sharp sickle, the Tempered Inventor precisely tends 

to his garden of carefully cultivated miniature trees .  

The Tempered Inventor prefers spending time in 

his workshop, but occasionally he visits a gifted crafter 

in person-usually if the crafter is at risk of releasing a 

dangerous invention into the world. Bharnarol prefers 

guiding artists through discourse, but may resort to force 

if necessary. 

No matter how foul the object or how evil its creator's 

intent, though, Bharnarol cannot bring himself to destroy 

any invention. Instead, he steals such inventions away and 

locks them up in the Unflawed Vault below his workshop. 

The Tempered Inventor's workshop itself stands among 

the foothills of the Dragonmane Mountains in Nirvana. 

A grand tunnel leads from the workshop to the Caverns of 

Molten Sunlight beneath the mountains, where Bharnarol 

can work his metallurgic wonders in the living golden heat 

ofhis blessed forge. 



BLACK. BUTTER.FLY 

The Silence Between 
CG female azata empyreal lord of distance, 

----- silence, and space 

CULT 

Holy Symbol black butterfly with a star on its thorax 

Temples monasteries, mountain peaks, underground spaces 

Worshipers the deaf or mute, parted lovers, those with vows 

of isolation or silence, explorers 

Minions celestial gloomwings, star monarchs, yamahs 

Obedience Perform an anonymous act of charity without 

speaking to or gazing upon whoever will benefit from your 

act. If you accidentally see or speak to the person you help, 

spend an hour blindfolded and praying in silence, then tithe 

to a temple of the Black Butterfly (or another good god, 

giving preference to Desna). Gain a +4 sacred bonus on 

saving throws against gaze and sonic attacks. 

BOONS 

1: Nullity (Sp) obscuring mist 3/day, silence 2/day, or deeper 

darkness 1jday 

2: Silent Darkness (Sp) You can cast quickened blindness/ 

deafness once per day, and only a break enchantment, 

limited wish, miracle, or wish spell can restore the subject's 

sight or hearing. 

3: Purblind (Su) Your form grows shadowed and indistinct. You 

gain a +6 sacred bonus on Stealth checks. In any condition of 

illumination other than full daylight, physical attacks against 

you have a 200/o miss chance. If an attacker can see ethereal 

or invisible creatures, the miss chance is negated. At will, you 

can manifest a pair of shadowy butterfly wings that allow you 

to fly with a speed of 60 feet (normal maneuverability). 

Legend tells that at the dawn of creation, Desna placed 

the stars in the sky. As the goddes s  worked, she realized 

she had created a pattern of spaces between the stars .  

When Desna placed the final star, a shadowy butterfly 

formed in the spaces between and sprang into existence. 

This i s  the Black Butterfly, Desna's Shadow. 

The Black Butterfly appears as the living silhouette of 

a graceful woman with white hair and eyes .  Her expansive 

black butterfly wings hold reflections of all the stars ,  

planets ,  and galaxies in creation. One of the stars on the 

Black Butterfly's wings is actually her magical starknife,  

Voidsed13e, which can disappear from her wing and appear 

in her hand with a thought. 

The Silence Between knows the value of stillnes s .  She 

has seen the great expanse of space , and its vast and awful 

silence i s  reflected in her ancient eyes .  Those who live 

lives of silence, happily or unhappily, turn to the Black 

Butterfly as one who understands their solemn existence. 

Explorers venturing into strange territories offer prayers 

to the Black Butterfly as well. Desna's Shadow teaches 
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that in the silences between breaths and thoughts ,  one 

can see one's true nature. 

Discordant noises and grotesque colors disorient the 

Black Butterfly. While she despises all the forces of evil, 

she holds particular enmity for the entities of the Dark 

Tapestry, and it i s  said she possesses  great knowledge 

about the Dark Tapestry to which she refuses to give voice. 

Few can say with any certainty where the Black Butterfly 

resides in the multiverse. Desna's own palace, Cynosure, 

is said to be found by following the Stair of Stars ,  and the 

realm of the Silence Between is thought to hide somewhere 

in the dark spaces between this constellation. 
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��W The Serendipitous Path 
CG female azata empyreal lord of fate, safety, 

----- and serendipity 

CULT 

Holy Symbol perfectly symmetrical water lily 

Temples crossroads, fortune-telling dens, sanctuaries, 

underground tunnels 

Worshipers the conflicted, guides, harrow readers, travelers 

Minions half-celestial minotaurs, unicorns 

Obedience Deliberately lose yourself in a strange place. If 

there is nowhere for you to lose yourself, blindfold yourself 

and wander boldly for 20 0 steps. Gain a +4 sacred bonus to 

AC against attacks of opportunity provoked by casting spells 

or using spell-like abilities. 

BOONS 

1: Confident Step (Sp) pass without trace 3/day, aid 2/day, or 

protection from energy 1/day 

2: Serendipitous Reaction (Su) Three times per day, you can 

knock aside a ranged attack that would have otherwise hit you, 

as if you had the Deflect Arrows feat. You need not be aware 

of the attack to use this ability. If you already have Deflect 

Arrows, you may use this feat an unlimited number of times 

per day, and can use it even if you are unaware of an attack. 

3: Quickstep (Su) Once per day, when you would be reduced to 

O or fewer hit points for any reason, you can choose to ignore 

up to 10 points of damage from the attack or effect that so 

damaged you, possibly putting you back above O hit points. 

Chadali gently nudges events and individuals to create 

fortunate detours ,  harmonious meetings ,  and unexpected 

revelations . Her followers claim that a confluence of 

singular events-a yellow aurora, a lunar eclipse ,  and a 

meteor shower-occurred simultaneously on Elysium, 

and that from that confluence Chadali was born. 

Chadali appears as a beautiful, middle-aged Vudrani 

woman who stands firmly on the ground but whose dark 

eyes often lift to the sky. Fresh water lilies peep out from 

the coiled masses ofher shining black hair, and she wears 

silken robes of pale yellow that fall to her bare feet. In her 

hands she holds a net woven of red threads ;  tiny rubies 

glimmer within the folds of the net. 

The Serendipitous Path teaches that fate is beautiful in 

its unpredictability. Seemingly insignificant events can 

determine the course of an entire life. Her agents visit 

those  who are afraid to take chances and encourage them 

to step out into the world and trust fate.  The greatest 

evil, in Chadali's eyes ,  is  rigidly structuring one's life to 

prevent unexpected events from happening. 

Chadali lives in the Pavilion of Serendipity, a structure 

of glimmering light on the coast of the Boundless  Azure 

Ocean in Elysium. 

CULT 

CHUCA.R.O 

Maiden of Haze and Whimsy 
CG female azata empyreal lord of dreams, 

hallucinations, and mists 

Holy Symbol eye with rainbow iris 

Temples asylums, galleries, lowlands, shorelines 

Worshipers lucid dreamers, oracles, shore-dwellers 

Minions celestial baku, flumphs 

Obedience Drape yourself in gauze and eat hallucinogenic 

mushrooms or fungi while meditating on the teachings 

of Chucaro. Gain a +4 sacred bonus on saving throws 

against poison. 

BOONS 

1: Kaleidoscopic Images (Sp) color spray 3/day, hypnotic 

pattern 2/day, or gaseous form 1jday 

2: Wispy Form (Su) Your body becomes misty when 

you are under attack, diluting the damage of edged 

weapons. Though outwardly you appear the same, you 

gain DR 5/bludgeoning. 

3: Terrible Reverie (Sp) You can cast weird once per day. 

Where mists rise after a gentle shower and wide-eyed 

prophets see visions of things to come, the hand of 

Chucaro can be seen. Legend tells that thousands of years 

ago, an angel fell asleep in a misty dale in Elysium. The 

angel dreamed of a beautiful woman with a basket full 

of ethereal visions .  When she awoke, she saw her dream 

made real as Chucaro stepped out of the mist. 

Chucaro's pale skin gleams iridescently, like mother­

of-pearl, and her eyes shift from color to color in a never­

ending spectrum. Her frame is  draped in robes ofliving 

mist. Her waist-length mass of rippled hair shimmers, 

colorles s ,  like a cascade of rain that rushes continually 

from her brow. She has a sweet, serious face, and always 

seems to be listening to something just on the edge of 

hearing. To combat those  fiends who would pervert the 

visions she grants ,  Chucaro summons a sap formed 

of churning mists-anyone struck by the blackjack is 

overwhelmed by disorienting hallucinations .  

The Maiden of Haze and Whimsy brings comfort to 

those  afflicted with mad delusions. She soothes their 

fevers and helps them make sense of the strange images 

that plague their minds .  To her dedicated followers she 

brings bright, lucid dreams every night.  She frowns on 

those  who use harsh drugs to induce visions at the cost 

of their physical health; Chucaro's agents strive to bring 

such broken individuals back to health and teach them to 

draw phantasmagoria from within rather than through 

the use of external implements .  

Chucaro can often be found in a delicate house of 

iridescent pearl in the silver-gray lowlands of Elysium. 



DAIDERR.iCH 

The Weighted Swing 
LG male archon empyreal lord of executions, 

judiciousness, and responsibility 

CULT 

Holy Symbol white dove perched on the eye of an axe 

Temples courthouses, gallows, morgues, prisons 

Worshipers executioners, judges, morticians, the wrongfully 

imprisoned 

Minions bronze dragons, celestial executioner's hoods, 

shield archons 

Obedience Recite all the names you can recall of those who 

have died by your hand. Mediate upon their faces and the 

circumstances of their deaths, evaluating your actions in the 

light of cold law. Gain a +4 sacred bonus to AC against critical 

hit confirmation rolls. 

BOONS 

1: Dutiful (Sp) shield of faith 3/day, death knell 2/day, or keen 

edge 1/day 

2: Severe Strike (Su) You ignore the first 5 points of creatures' 

damage reduction when making melee weapon attacks, 

regardless of the type and composition of your weapon. For 

example, a creature with DR 10/silver would be treated as 

having DR 5/silver against your attacks. 

3: Execute (Sp) You can cast power word kill once per day. 

Damerrich and his followers believe death to be the 

defining moment of a mortal's life. How an individual 

meets her end and why weigh heavily on the spirit in 

the afterlife.  Damerrich understands that evil must 

sometimes be slain, but never lightly, never easily. 

Damerrich takes on the weight of all the necessary 

executions and just deaths in the world. Executioners 

look to this empyreal lord whenever they have qualms 

with their line of work, and Damerrich teaches them that 

while their duty is a sober and joy-free one, it is necessary 

to ensure peace and goodness .  

Damerrich is a silent, monolithic figure clad in black 

stone armor. His handsome, hairle s s  face is mostly 

hidden behind his helm; only his weary eyes are clearly 

visible. Once Damerrich commits to combat, he strikes 

heavily and without hesitation. Centuries of death wear 

on Damerrich's soul, but only because of the solemn 

responsibility, not because of guilt or reluctance-when 

the time comes for action, Damerrich's blow is sure. The 

Weighted Swing holds no room for regret. 

Judges,  whether appointed officials in city courthouses 

or village leaders acting as part of a tribunal, pray to 

Damerrich for guidance in their judgments. Good people 

may understand the need for executions but shrink from 

the act; Damerrich and his agents help reas sure them 

when executions are appropriate or take the burden of 
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mortal guilt upon themselves .  Those wrongly sentenced 

to death pray for intercession from Damerrich, and can 

hope to receive help in the form of one of his divine 

agents .  Corrupt judges and careles s  executioners rouse 

the Weighted Swing's ire like nothing else. Similarly, if an 

accused deserving of death is set free, Damerrich's agents 

might appear both to perform the just execution and to 

chastise those who set the criminal free. The Weighted 

Swing does not take pleasure in his grim but necessary 

task, and those who take the matter of execution too lightly 

or who sadistically revel in the act may expect retribution 

from Damerrich's chosen elimination squad of shield 

archons, Those of the Heaving Hand. 

Damerrich occupies the southern wing of the 

Courts of Accord in Heaven. He sometimes 

works with Olheon, who resides in the 

northern wing, to take action against 

corrupt regimes responsible for 

excessive unlawful executions .  
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ERiTRiCE 

Heart-Speaker 
NG female agathion empyreal lord of debate, 

opinions, and truth 

Holy Symbol lectern rising from the back of a marble lion 

Temples amphitheaters, courthouses, libraries, multicultural 

cities 

Worshipers debaters, honest bards, lawmakers, resistance 

fighters, town criers 

Minions catfolk, dragonnes, leonals, celestial lions 

Obedience Write a truth on a scrap of parchment, roll the 

parchment in honey, and hold it in your mouth until the honey 

dissolves. Gain a +4 sacred bonus on saves against illusions. 

BOONS 

1: Adept Debater (Sp) comprehend languages 3/day, enthrall 

2/day, or tongues 1/day 

2: Un beamed Eye (Sp) You can cast silenced true seeing three 

times per day. This ability is the equivalent of a 7th-level spell. 

3: Thunder of Truth (Su) Once per day, you can emit a powerful 

roar that affects a 60-foot cone with the effects of a holy 

word spell and also deals 2d6 points of sonic damage to all 

creatures in the area (Fortitude negates; DC 10 + 1/2 your HD  

+ your Cha modifier). This is a sonic effect. 

At the dawn of creation, so the stories go, the archdevil 

Geryon filled a pit in the Hellish realm of Stygia with an 

outpouring oflies .  From beneath the weight of these lies 

rang out a single truth, which flew free of the fifth layer 

of Hell before ascending to the upper planes .  That truth 

was Eritrice. 

The muscular Eritrice stands 8 feet tall, and her feminine 

form is typically covered with a pale brown pelt. Her head is 

that of a female lion's and her eyes gleam like amethysts. She 

wears a short leather kilt beneath a rose-colored breastplate. 

Eritrice's voice is so compelling, it is said, that those who 

hear her speak forget her remarkable appearance. 

Eritrice works to spread truth and wisdom throughout 

the world, but believes that insight gained through spirited 

debate is more valuable than knowledge gleaned from 

books . Her agents encourage discussion and respectful 

disagreement. In regions where lies are spoken aloud but 

truth remains hidden, Eritrice and her minions help good 

individuals pass messages. Geryon and his minions are 

Heart- Speaker's sworn enemies ,  and the two are known to 

have had titanic battles in the past. 

Heart-Speaker makes her home on the broad, sun-soaked 

plains of Nirvana. Her favorite spot is the Windswept Lea, 

a green and verdant meadow. When entertaining guests, 

she stays in a grand pavilion of chestnut wood, whose 

walls open to the sweet grassland and whose rooms are 

separated by hanging shantung curtains .  

Warrior's Ring 
LG female archon empyreal lord of femininity, 

martial training, and rings 

Holy Symbol silk-garbed arm holding a sword aloft 

Temples battlefields, combat arenas, cities with distinct 

women's quarters 

Worshipers brides, jewelers, squires, warriors 

Minions female paladins, good-aligned valkyries, legion archons 

Obedience Don a jeweled ring on each finger and strike a 

practice dummy barehanded until the impression of the 

rings is left in your skin. Gain a +4 sacred bonus on grapple 

checks and to CMD. 

BOONS 

1: Martial Excellence (Sp) divine favor 3/day, spiritual weapon 

2/day, or greater magic weapon 1/day 

2: Strong Arm (Su) As a swift action, you can increase the 

damage die of your weapon by one step for a number of 

rounds per day equal to your HD. These rounds need not be 

consecutive. 

3: Falayna's Rings (Su) Once per day, you can summon a 

floating array of giant iron rings that provide cover or attack 

foes, as if you had cast crushing hand. 

Falayna exemplifies strength of arms and the intersection 

of combat with the bloom of womanhood, believing the 

two to be complementary rather than exclusive. Thousands 

of years ago, it is thought, Falayna represented only beauty 

and femininity, and was the consort of an empyreal lord 

who was master of weapons and martial training. Her 

mate, whose name has been lost to history, fell in combat 

against the minions of Moloch. Falayna recovered her 

lover's sword from the teeth ofHell, and from then on she 

shone as Warrior's Ring. 

Falayna epitomizes feminine beauty. Though she can 

take many forms, she often appears as a fair-skinned 

woman with glossy brown hair and intense blue eyes .  Her 

silk robes complement the silver breastplate beneath, and 

the empyreal lord carries her razor-edged longsword, 

Betrothal, with her always. Glittering rings of every 

imaginable hue bedeck Falayna's fingers; in combat, 

punishing strikes from her ringed fist complement the 

swings ofher blessed longsword. 

Both male and female warriors pay homage to Falayna's 

skill, though most of her followers are women. Jewelers 

often seek to craft rings "worthy ofFalayna's little finger," 

and squires in training look to Falayna for guidance. 

Brides ,  as well as girls on the threshold of womanhood, 

ask Falayna for her blessings .  

Falayna lives in the galena-walled Half-Empty Palace on 

the slopes ofHeaven. 



GHEN..SH�U 

Breezes-Still-and-Ripples­
Cease 

LG male archon empyreal lord of ignorance, placidity, and simplicity 

CULT 

Holy Symbol rock covered with flowers and vines in the center 

of a pond 

Temples calm districts in otherwise bustling cities, lake shores, 

rural areas 

Worshipers artisans who work by intuition, busy people in 

need of rest, nature lovers, those in search of enlightenment 

Minions good-aligned monks, shedu 

Obedience Bury a book or scroll that you have never read in 

fertile soil. Plant a seed above the buried knowledge and 

pray over the site that good and growth can come from 

the decaying parchment. Gain a +4 sacred bonus on saving 

throws against transmutation effects. 

BOONS 

1: Peacefulness (Sp) erase 3/day, calm emotions 

2/day, or deep slumber 1/day 

2: Ignorance (Su) Three times per day, you can 

attempt a melee touch attack to obliterate the 

cares of the wicked. On a successful hit, the target 

takes a penalty to Wisdom equal to 1d6 + 1 per 

2 HD  you possess (maximum 1d6+5, to a minimum 

Wisdom score of 1). This penalty lasts for 1 round 

per HD. If the target succeeds at a Fortitude save 

(DC 10 + 1/2 your HD + your Wis modifier), the 

penalty is halved. 

3: Still Mind (Su) You are continually shielded as if by a 

mind blank spell. If anyone attempts to divine information 

about you through scry or similar spells and is foiled by the 

mind blank, the scrier must succeed at a Will save (DC 10 

+ 1/2 your HD  +your Wis modifier) or take 1d6 points of 

Intelligence damage. 

Ghenshau once strove to understand every aspect of creation 

and to create perfect order and goodness .  As the empyreal 

lord added more and more elements to his world equation, 

however, he realized that his efforts were futile. Ghenshau 

abandoned his work and instead learned to appreciate the 

elements of peace and tranquility that come with acceptance. 

At first glance, Ghenshau could be mistaken for a Tian 

peasant boy, often wearing a hat of woven rushes and simple 

linen clothes .  The hat shelters his beautiful face and his 

level, serene gaze. His clothes bear elegantly embroidered 

trim depicting fantastic birds ,  foo creatures ,  and runes .  He 

carries a pipe in his hand and a workman's axe tucked into 

his rope belt. 

in contempt, but they do believe the unnecessary 

complications of society distract people from 

LORDX or Tff [ BMPYRJAN 

doing their best. An artisan who maintains a neat shop and 

works on one project at a time is much happier and more 

pleasing to Ghenshau than a harried worker in a disarrayed 

shop. Of course, Ghenshau realizes that the demands oflife 

can force people into lives they are not happy with, simply 

so they and their families can keep body and soul together. 

He understands that such circumstances are not always 

avoidable, and sends his agents to help such flustered 

individuals find a way out of their dreary responsibilities .  

The pastoral fields and beaten trails of Heaven are home 

to Ghenshau, but he can be found sleeping on the banks 

of Heaven's crystalline rivers or daydreaming in a wooded 

thicket as often as he is met on the road, where he's always 

ready to stop and share tales with a stranger over a drink 

and a smoke. 
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Lady of Ripe Bounty 
NG female agathion empyreal lord of gardens, 

orchards, and wine 

Holy Symbol jug overflowing with ripe grapes 

Temples agrarian communities, urban gardens and 

parks, wineries 

Worshipers farmers, gardeners, revelers, vintners 

Minions grigs, vulpinals 

Obedience Pour half of a bottle of wine onto fertile earth. 

Drink the rest of the wine yourself while praying to 

Halcamora. Gain a +4 sacred bonus on saves against bleed 

and disease effects. 

BOONS 

1: Bountiful Spirit (Sp) goodberry 3/day, tree shape 2/day, or 

plant growth 1/day 

2: Touch of Wine (Su) Once per day, you can make a touch 

attack to cause a creature to become intoxicated. If 

your attack is successful, the target takes 1d6 points of 

Dexterity, Wisdom, and Charisma damage. The damage is 

halved with a successful Fortitude save (DC 1 O + 1/2 your 

H D  +your Wis modifier). 

3: Divine Gardener (Sp) You can cast control plants three times 

per day. This ability is the equivalent of an 8th-level spell. 

Halcamora appears as a young woman with sun-darkened 

skin, eyes of green so pale they're almost white, and a 

friendly, knowing smile. She wears brown robes kilted 

up to her knees ,  and her feet are always smudged with 

dirt and wine stains .  From her shoulders sweep shell-like 

red wings marked with the distinctive black spots of a 

ladybug. Two slender black antennae curve up from her 

temples ,  and sleek black hair falls to her shoulders .  

Halcamora can be found where sunlight shines on 

cultivated garden plots ,  where workers rest after a day 

in the fields ,  and anywhere where wine flows and grapes 

ripen. The Lady of Ripe Bounty leaves wilder areas to 

others and contents herself with small gardens, parks ,  

and wineries .  Peaceful farming communities that build 

temples to more powerful nature gods often raise a small 

shrine to Halcamora as well. Gardeners and vintners pay 

particular homage to the Lady of Ripe Bounty and her 

celestial agents ,  particularly in times of drought or harsh 

weather. The gentle agathion has little room for hatred 

in her heart, but she despises insect-bodied fiends who 

blight crops and carry plague. 

Halcamora is a social empyreal lord and can often been 

found visiting the palaces of others ,  relaxing with a jug 

of wine at her elbow. At other times she resides in a leafy 

bower in the depths of the Forest ofWhispered Longing 

in Nirvana. 

ImmoN..HiEL 

��""!�1&1 Balm-Bringer 

CULT 

CG angel empyreal lord of herbs, medicine, 

and toads 

Holy Symbol wooden frog covered with herbs 

Temples healers' houses, herb gardens, marshes, sick wards 

Worshipers alchemists, the chronically ill, healers, herbalists, 

marsh-dwellers 

Minions celestial giant toads, celestial wood giants 

Obedience Fill your mouth with fresh, fragrant herbs. 

Recline in a tub or pool of cool water with a live toad on 

your breast and meditate on the teachings of lmmonhiel 

for 1 hour, then let the toad go. Gain a +4 sacred bonus on 

saves against disease. 

BOONS 

1: Grower of Herbs (Sp) cure light wounds 3/day, barkskin 2/ 

day, or lily pad strideAPG 1/day 

2: Swamp Healer (Sp) You can cast empowered heal 1jday. 

3: Vine Caller (Su) Once per day you can summon a Large mass 

of living plant matter. The plant matter has the statistics of 

a viper vine (Bestiary 2 279), but is chaotic good. The viper 

vine follows your commands perfectly for 1 minute per HD  

before vanishing back to Elysium. 

Immonhiel appears as a regal woman of advanced age. Her 

moss-green hair hangs in two thick braids on either side of 

her lined face, and she has brown skin and dark, flashing 

eyes that hold great wisdom. She wears a soft leather vest 

fringed with emerald green silk and a leather skirt. The 

innumerable tiny pouches and glass vials that hang from 

a sash around her waist are rumored to contain cures to 

every malady known to mortals .  The soothing empyreal 

lord's right arm is not flesh, but a knotty length of pine 

carved in the shape of an arm with long, capable-looking 

fingers at its end. 

Balm-Bringer is a healer on the eternal battlefields of the 

planes ,  where she nurses injured angels back to health and 

soothes the wounds of empyreal lords who clashed with the 

armies of evil and destruction. Her favored servants travel 

the mortal world, passing on herbal remedies and advice 

on how best to tend potent marsh plants, all the while 

teaching combat medics and battlefield healers the best 

techniques to ensure their warriors live to fight another 

day. Balm-Bringer also understands that some cannot be 

healed. For them, she provides ointments that take away 

the pain and grant peace until life's final moments .  

Many have need ofBalm-Bringer, and she finds a home 

wherever she wanders. Nearly all the empyreal lords have 

hosted Immonhiel at some point, and many mortals 

have housed her without even knowing the nature of the 

stranger who slept under their roof. 



CULT 

IR.EZ 

Lady of Inscribed Wonder 
NG female agathion empyreal lord of cards, 

scribes, and spells 

Holy Symbol fan of curled parchment scrips 

Temples arcane libraries, copying-houses, friendly card games, 

scriptoriums 

Worshipers call ig ra phers, gamblers, harrow readers, 

scribes, wizards 

Minions giant birds, good-aligned sphinxes, phoenixes 

Obedience Neatly inscribe six identical pairs of runes on 

12 separate cards or squares of paper. Shuffle the cards 

facedown and draw two. On a match, gain a +4 sacred bonus 

on saves against spells cast from two schools of magic of 

your choice. On a mismatch, gain a +4 sacred bonus on saves 

against spells cast from scrolls. (Alternatively, draw two 

cards from a harrow deck, gaining one benefit for matching 

suits and the other if not.) 

BOONS 

1: Calligrapher's Talent (Sp) divine favor 3/day, augury 2/day, 

or glyph of warding 1/day 

2: Divine Inscription (Su) Three times per day, when using a 

scroll to cast a spell that deals hit point damage, you can 

change half the spell's damage to holy damage. If you 

lack the ability to cast a particular spell from a 

scroll, you may attempt 
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a Use Magic Device check with a bonus equal to your HD  plus 

your Charisma modifier (or your regular Use Magic Device 

bonus, whichever is better). 

3: Lucky Cards (Su) Once per day, you can summon 2d6 

shimmering cards that trail in your wake. The cards dart 

around you during combat, intercepting deadly attacks. 

At your discretion, each card can absorb a single damage 

die from either a sneak attack or a critical hit that would 

normally hit you. For example, if you would be hit by a 

sneak attack dealing an extra 3d6 points of damage and you 

had two cards remaining, you could reduce the sneak attack 

damage to 1 d6 (these dice are removed before being rolled). 

Once a card absorbs a damage die, it disappears. Unused 

cards disappear at the end of each day. 

Irez emerged from the reeds along the coast of the Sea of 

No Shadows in Nirvana. She understands the mystical 

symbolism behind runes,  particularly how runes can 

empower arcane magic. Harrow readers and gamblers pay 

homage to the Lady of lnscribed Wonder, and her agents 

teach the exacting art of calligraphy to favored mortals .  

Irez still makes her home among the reeds where 

she first appeared. Her palace is a fantastical 

amalgamation of woven reed floors ,  paper 

walls, and bamboo roofs, and while it looks 

fragile enough to blow away in a stiffbreeze, it 

has stood undamaged for thousands of years .  
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CULT 

JaiDZ 

Fearless Claw 
NG male agathion empyreal lord of cowards, 

the untested, and youths 

Holy Symbol path that winds between two trees 

Temples orphanages, schools, trade cities 

Worshipers deserters, runaways, youths 

Minions celestial tigers, leonals 

Obedience Mark your arms and legs with white chalk, 

drawing patterns that mirror the flow of spiritual energy you 

experience as you meditate on the teachings of j aidz. Trace 

over these lines once again with a tiger's fang, but do not 

break the skin. Gain a +4 sacred bonus to AC against attacks 

of opportunity made with natural attacks. 

BOONS 

1: Dauntless (Sp} remove fear 3/day, darkvision 2/day, or 

heroism 1jday 

2: Courageous Roar (Sp} You can cast still greater heroism 

three times per day. This ability is the equivalent of a 

7th-level spell. 

3: Holy Terror (Sp} Once per day you can inscribe a symbol of 

j aidz in the air that acts like a symbol of fear. The symbol 

appears as the glowing outline of jaidz's holy symbol and 

hovers stationary wherever you inscribe it. This spell requires 

no material components and has a casting time of only 1 

minute. You can attune up to 10 creatures to the symbol 

without extending its casting time. 

Jaidz believes cowards can be turned to a life ofbravery with 

compassion and firm guidance. He steps softly so as not 

to frighten those who need to hear his wisdom, and helps 

those he visits to find the strength within themselves .  

Jaidz appears as a giant black tiger with ghostly 

white spot s .  While in the mortal realm, he often takes 

the shape of a dark- skinned man with thick black hair 

streaked with white. His catlike golden eyes gleam in 

the shadows , and curved golden claws sprout from his 

hands .  Even in his human form he boasts a long black 

tail tipped with white. 

The cowardly, the anxious,  and the untested pay homage 

to Jaidz. Youths are especially drawn to Fearless  Claw, 

hoping that when adulthood comes,  it will find them brave 

enough to face the challenges of maturity. J aidz teaches 

that the cowardly are not to be scorned, but to be helped, 

and his agents often provide tests of courage to those who 

underestimate their own potential. 

Jaidz dwells in a pavilion ofblack walnut with gold lattice 

walls and floor-length faille curtains of emerald green, 

magenta, and indigo. His pavilion stands on the topmost 

of three stone tiers cut into one of the Dragonmane 

Mountains on Nirvana. 

L

JALAjjATALi 

Rillsong 
CG female azata empyreal lord of natural 

music, rapids, and waterfalls 

CULT 

Holy Symbol water flowing from a wooden pipe 

Temples bard colleges, port towns, river banks, waterfalls 

Worshipers bards, good lizardfolk, river sailors 

Minions celestial water nagas, lillends, vishkanya 

Obedience Stand under a waterfall (or pour water over your 

head) while singing wordlessly, letting the sound of the 

moving water inspire you. Gain a +4 sacred bonus on saves 

against the spells, spell-like abilities, and supernatural 

abilities of creatures with the aquatic or water subtype. 

BOONS 

1: Whitewater (Sp} hydraulic pushAPG 3/day, slipstreamAPG 

2/day, or water breathing 1/day 

2: Sacred Scales (Ex} You grow a coat of iridescent scales that 

matches your skin tone. Your natural armor bonus to AC 

increases by + 3. 

3: Waterform (Su} Three times per day, you and a number of 

willing touched companions equal to 1/2 your H D  may meld 

into a body of flowing water (such as a river or creek) and 

travel up or downstream at a rate of S O  miles per hour. This 

transformation takes 1 minute to complete. You can wind 

through natural obstructions with ease as long as the body 

of water is still flowing, but not through largely impermeable 

barriers such as artificial dams. This effect lasts for a number 

of hours equal to your HD, and you cannot otherwise act or 

defend yourself while traveling in this way. 

Jalaijatali is a free-spirited empyreal lord who sings with 

the voice of a rushing creek. Her presence can be felt in 

the rapids of a flowing river or beneath the misty cascade 

ofa waterfall. 

Jalaijatali appears as a beautiful Mwangi woman with 

skin formed of tiny, iridescent scales .  Her pointed ears 

peek through short black hair, and her body is garbed in 

a robe ofliving water that continually splashes and rushes 

over her form. At a moment's notice, the empyreal lord can 

pluck a stream of water from her robe to wield as a whip. 

Rillsong loves to teach mortals the beauty of natural 

music, from the patter of a summer rain to the sawing of 

katydids .  While Jalaijatali much prefers making music to 

making war, she can be roused to anger by fiends and evil 

creatures that corrupt her waters ,  particularly river drakes 

or water oni. 

On Elysium, Jalaijatali lives in a pool fed by a waterfall 

that falls continually from the sky with no apparent 

source. Around the pool stands a gazebo of acacia wood 

and crystal, with raised wooden platforms covered in soft 

mats of greenery where guests can recline. 



� KOR.ADA 
� The Open Hand of Harmony 

CULT 

· 
i5' NG male agathion empyreal lord of foresight, 

forgiveness, and peace 

Holy Symbol two kneeling devotees before a blooming lotus 

Temple diplomatic embassies, mountain monasteries, wells 

Worshipers the agitated, the conflicted, redeemed evildoers, 

retired warriors, strayed paladins 

Minions aasimar monks, celestial derhii, celestial girallons 

Obedience Exactly at dawn, sit cross-legged in a quiet place. 

Fill your mind with thoughts of those who have harmed you 

or your loved ones. Strive to find forgiveness in your heart. 

Maintain your pose for an hour, rising above any physical 

discomfort you experience. Gain a +4 sacred bonus on saves 

against effects with the chaotic or lawful descriptor. 

BOONS 

1: Harmonic Magic (Sp) bless 3/day, augury 2/day, or mad 

monkeys"M 1/day 

2: Steady Hand (Su) Three times per day as a swift action, you 

can choose to deal nonlethal damage with a weapon that 

normally deals lethal damage for 1 hour. When you use this 

ability, you do not take the normal - 4  penalty on attack rolls 

for dealing nonlethal damage with a lethal weapon, and the 

damage die of your weapon increases by one step as long as 

you deal nonlethal damage with it. 

3: Quietude (Su) You maintain an aura of utter peace. A 

continual sanctuary effect surrounds you, requiring enemies 

to succeed at a Will save (DC 11 + 1/2 your HD) to directly 

attack you. Extraplanar creatures that manage to attack you 

directly must succeed at an additional Will save (DC 14 + 1/2 

your HD) or return to their plane of origin as though affected 

by a dismissal spell. If you attack another creature, the 

sanctuary effect temporarily subsides for 1d 4+1 rounds. 

Korada is neither young nor old, only 

present and wise .  Sparse light brown fur 

covers his body, and his three monkey 

tails constantly writhe behind him 

like the flickering flames of a fire. 

He carries no weapons; when spurred 

to anger, the Open Hand 

of Harmony uses only his 

hands and millennia of 

martial training to defend 

himself, refusing to cause lethal 

harm to his attacker. Korada's holy 

symbol has several incarnations based 

on the viewer's region and the local ideals 

of enlightenment and peace, though the most 

common representation is that of two kneeling figures 

before a lotus .  
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Many who are weary from a lifetime of imbalance 

or violence turn to Korada in search of peace. Retired 

soldiers ,  their hands stained with blood, lay down their 

weapons forever in the name of this empyreal lord. 

Likewise, diplomats in strange lands,  individuals facing 

difficult moral choices ,  and champions of evil who long for 

absolution all find comfort in the teachings of the Open 

Hand of Harmony. While true repentance is necessary for 

evil to turn to good, Korada believes that no mortals are 

beyond redemption. 

Korada is said to possess  the gift of foresight, but he 

rarely acts on these strange visions. He believes the struggle 

to change is always worthwhile, even if such a journey does 

not always end in success .  It is the process ,  not the result, 

that matters most to Korada and his followers. When he is 

not teaching lessons of harmony to his devotees ,  Korada 

resides in Nirvana, in the heart of the Dream Lotus-an 

efflorescent palace whose blossoming violet walls always 

drip with cool, golden nectar that is said to calm even the 

wildest of spirits .  
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CULT 

lALACi 

He of Motley Repose 
CG male azata empyreal lord of rainbows, 

relaxation, and shade 

Holy Symbol rainbow with a shadowed reflection 

Temples beaches, deserts, glassworks, greenhouses, parks 

Worshipers desert-dwellers, glassblowers, illusionists, those in 

need of rest 

Minions celestial crysmals, dryads 

Obedience Mark your brow with five colored stripes and hang 

suncatchers on as many public buildings as you can. If no 

buildings are around, hang the suncatchers from a tree 

or natural formation instead. Never hang a suncatcher in 

the same place 2 days in a row. Gain a +4 sacred bonus on 

saving throws against fire effects. 

BOONS 

1: Motley Magic (Sp) color spray 3/day, hypnotic pattern 2/day, 

or deep slumber 1/day 

2: Prismatic Body (Su) You gain a +4 sacred bonus on saves 

against effects that would blind you. In addition, whenever 

you make a successful saving throw against a spell or effect 

with the light descriptor (such as sunbeam), you can choose 

to ignore the effect entirely and redirect its path toward 

two different creatures or spaces within 30 feet of you. The 

designated creatures or spaces are affected as though they 

were caught in the effect's area or were targeted by the effect. 

3: Rainbow Orb (Sp) You can cast prismatic sphere once per day. 

Lalaci sees the beauty in conflict. The sun wars with 

the rain and creates a rainbow, and He of Motley Repose 

believes that everyone's inner nature should be a similar 

mix of action and restraint, placid adoration and 

righteous scorn. He offers rest and relaxation to those 

who meet each day with excitement and vigor and who 

may be tired from the chaotic beauty that is their life .  

To mortal eyes, Lalaci appears to be fair-skinned with 

white-blonde hair and yellow-white eyes.  He tucks the two 

prismatic wings that curve from his shoulders down so that 

he appears to wear a beautiful multicolored cloak, though 

among his own kind he walks in his true naked form, with 

crystalline flesh that refracts light as golden rays. 

He of Motley Repose provides rest to the hardworking 

and shade to those  exhausted from the sun. Glas sblowers 

and illusionists often find creative inspiration in Lalaci's 

rainbows; particularly gifted glass  artists and light­

weavers who lead worthy lives sometimes find small 

prisms at their workstations-tokens of Lalaci's favor. 

His devotees claim that the reflections of rainbows in 

natural bodies of water create portals to his celestial 

domain: an enormous ,  warped glass  palace that floats on 

a cloud across the surface of Elysium. 

CULT 

LYIDN..iER.iS 

The Auroral Tower 
LG angel empyreal lord of prostitution, rites of 

passage, and virginity 

Holy Symbol face in profile hidden by a white hood 

Temples brothels, convents, graduation ceremonies, sacred 

areas where rituals of adulthood take place 

Worshipers adolescents, the avowed chaste, prostitutes, 

unwillingly engaged couples 

Minions guardian nagas, nymphs, unicorns 

Obedience Lie on a hard, flat surface wearing nothing but a 

cowl. Concentrate on the feeling of the surface and the air 

while achieving sexual release without touching yourself. 

Healing spells you cast heal 1 more point of damage per die. 

BOONS 

1: Tower's Boons (Sp) sanctuary 3/day, eagle's splendor 2/day, 

or archon's aura"M 1/day 

2: Rite of Passage (Sp) You gain the power to usher others 

into a new state of being. Once per day, you can cast greater 

polymorph on a willing creature. The duration of this effect 

is permanent until you or the target dismiss the effect or you 

use this ability again. 

3: Undo Maturation (Su) Once per day with a successful touch 

attack, you can rewind the sands of time for a single creature, 

causing the target to revert to the previous age category, taking 

all the appropriate penalties to mental ability scores without 

any of the benefits to physical ability scores. If the target is an 

adult, it gains the simple young creature template. If the target 

already has the simple young creature template, it rejuvenates 

even further, reducing all its ability scores by 2 (to a minimum 

score of 1) and decreasing its size by an additional step. 

Lymnieris teaches that the passage from one state ofbeing 

to another is a sacred time in every mortal's life. He is 

thought to have originally been a planetar, as evidenced by 

the empyreal lord's tall stature, emerald green skin, and 

four white wings. His hard, radiant body is always coated 

in a thin sheen of perspiration, and he carries no weapons, 

instead wielding in one of his delicate hands a great white 

shield made of celestial ivory. 

Lymnieris and his agents sometimes come to the aid of 

good-hearted virgins pressed into marriage or threatened 

with being deflowered against their will, as well as those 

devotees who wish to fulfill their sexual desires but who are 

restrained by culture or tradition. Any individual on the 

threshold of a major personal change may call on Lymnieris 

for aid. Prostitutes who work lawfully and willingly out of 

love for their profession also worship Lymnieris, and those 

forced into carnal service pray to him for salvation. 

Lymnieris lives in a palace made ofblue agate in Heaven, 

where he often entertains the visiting Arshea. 



0LHEOR. 

The Just Arbiter 
LG female archon empyreal lord of 

deservedness, nobility, and rulership 

Holy Symbol bowed figure supporting an angular network of 

silver branches 

Temples ancestral homes, palaces, workplaces of legal officials 

Worshipers appointed rulers, elected officials, guardians, 

parents, oppressed persons 

Minions celestial royal nagas, lammasus 

Obedience Drop hot wax onto your brow and press the spot 

with a signet ring-either your own or that of a legitimate 

authority-to show your submission to deserved rulership. 

For that day, so long as your brow remains uncovered, you 

gain a +4 sacred bonus on saving throws against charm and 

compulsion effects. 

BOONS 

1: Verdict (Sp) command 3/day, enthra/1 2/day, or suggestion 

1/day 

2: Olheon's judgment (Sp) Once per day, you can place 

a symbol on a target who has shirked his obligations or 

showed poor judgment in his official capacity; that symbol 

acts similarly to a mark of justice. This spell-like ability has a 

casting time of 1 round instead of 10 minutes, and when the 

mark activates it causes the target to take a -6 penalty to 

Wisdom and Charisma. The conditions you place on the mark 

must relate to the target's actions as a leader. 

3: Lordship (Su) You automatically gain the Leadership 

feat, and you are always considered to have a reputation 

of fairness and generosity so long as you maintain your 

allegiance to Olheon. If you already have the Leadership 

feat, you gain an additional +2 bonus to your Leadership 

score. You may choose to attract a hound or legion archon as 

a cohort. Your archon cohort gains additional HD to bring its 

total HD  to 2 lower than your own level. 

It is said that Olheon knows the lineage of every noble soul 

in existence. She tracks the passage of power-and the 

responsibilities such power brings with it-from parent 

to child, ruler to heir, and dynasty to dynasty. Whether 

power transfers legitimately through inheritance or 

election or forcibly through coup or rebellion, Olheon 

sees the change and judges accordingly. 

The Just Arbiter is among the most magnificent 

empyreal lords to behold. Olheon stands over 16 feet 

tall, towering over most mortals, and her blue eyes blaze 

in a face of burnished gold. She wears a heavy silver 

breastplate and greaves ,  but her gauntleted hands and 

forearms are stained crimson, as if she had plunged her 

armored fists into pools of fresh blood. In one hand she 

carries a ruby-bladed halberd even taller than herself; in 
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the other hand, she bears a heavy golden seal of office 

affirming her charge. 

Olheon despises  tyrants and boils at the sight of 

legitimate rulers who, through weaknes s  or ignorance, 

cause hardship and unjust living conditions for those 

under their dominion. She works through her subjects 

and divine minions to teach those who can be taught and 

to punish those who cannot. Officials ,  noble rulers ,  and 

even parents all look to Olheon for guidance, and they are 

in turn judged according to their actions .  

Olheon occupies the northern wing of the 

Courts of Accord, where the magical scrying 

mirrors hung in her vast Hall of Thrones 

display scenes of acces sion and rulership 

throughout the multiverse.  
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Merrygleam 
CG male azata empyreal lord of jokes, pranks, 

and surprises 

Holy Symbol winking snake on a tree branch 

Temples alchemical labs, jungles, taverns, toymakers' shops 

Worshipers inventors, jesters, wanderers 

Minions celestial kongamatos, jungle giants, lyrakiens 

Obedience Play a practical joke on an unsuspecting target. 

If no suitable targets are nearby, write down an original 

joke and leave it tucked in a place where someone may 

someday find it. Gain a +4 sacred bonus to AC during 

surprise rounds, regardless of whether or not you 

participate in the surprise round. 

BOONS 

1: Prankster (Sp) lesser confusion 3/day, invisibility 2/day, or 

suggestion 1/day 

2: Clever Ruse (Sp) You can cast enlarged mislead three times 

per day. This ability is the equivalent of a 7th-level spell. 

3: Element of Surprise (Su) Whenever you roll initiative, any 

allies within 30 feet of you who are also rolling initiative can 

choose to use the result of your roll instead of theirs. Your 

allies still add their own modifiers to your roll to calculate 

their initiative order. Alternatively, you may choose to use 

another ally's roll instead of your own. 

The eternal prankster, Picoperi finds delight in the 

simplest ofjokes and finds existence a never-ending series 

of surprises. He can take any form that best suits his capers, 

but when he appears to mortals, he typically does so as a 

young boy with brown skin and wildly curling black hair. 

His delicate features, graceful limbs,  and pointed ears 

suggest elven ancestry, and he is never seen without his 

telltale woven wool vest dyed bright green and yellow and 

worked with images ofllamas, tree frogs, and snakes .  

Good folk who look at the world with wonder and delight 

often pay homage to Picoperi. Inventors ,  particularly 

alchemists who use ingredients derived from jungle 

plants ,  sometimes let Picoperi's love of surprises guide 

them to new discoveries. 

Picoperi takes great delight in taunting the forces of 

evil. In battle, he prefers ambushes and traps over forward 

charges, and he poisons his victims with darts that cause 

uncontrollable laughter and dreamy euphoria. Legend 

tells that thousands of years ago, Urxehl smiled at one of 

Picoperi's jokes, and the demon lord has sought to destroy 

the merry trickster ever since. 

Picoperi lives in the heart of a kapok tree on Elysium. 

Though the tree looks small from the outside, the inside 

holds a network of comfortable rooms carved into the 

tree's trunk. 

CULT 

1PULUR.A. 

The Shimmering Maiden 
CG angel empyreal lord of constellations, 

homesickness, and northern lights 

Holy Symbol northern lights arranged like a face 

Temples fortune-tellers' dens, isolated glaciers, observatories, 

travelers' lodges 

Worshipers hunters, lonely travelers, nomads, stargazers 

Minions bra Ian is, celestial polar bears, lunar nagas, yetis 

Obedience Sit on the ground with your head tilted back to 

study the stars. Maintain the position for an hour and 

identify 12 constellations. If you cannot see the stars, draw 

the patterns of 12 constellations on a semi-permanent 

surface, such as a wall or hard floor. The light radius of any 

light source you hold or conjure increases by 10 feet. 

BOONS 

1: Aurora (Sp) color spray 3/day, continual flame 2/day, or 

guiding staf"PG 1/day 

2: Starshot (Su) Three times per day, you can transmute up to 

1 sling bullet per H D  into a bullet of starlight. These bullets 

function as +2 brilliant energy bullets. Bullets of starlight last 

for 1 minute and shed light in a 10-foot radius. 

3: Otherworldly Traveler (Sp) You can cast interplanetary 

teleportAPG once per day. 

Pulura appears in the night sky in far northern regions,  

dancing amid swirls of multicolored light. Legend tells 

that her beauty is so extraordinary that she can appear 

to mortals only distantly; those who come too close are 

burned in the heat ofher glory. 

Pulura appears as a lissome Tian woman with the poise 

of a trained dancer. Multicolored stars gleam among 

the flowing locks of her black hair, and her robes seem 

crafted from sheets of green and pink light rather than 

fabric, the garments flickering and pulsing with each of 

the Shimmering Maiden's graceful movements .  Pulura's 

face is achingly lovely, her expres sion alluring but with a 

certain gravity about it . In battle, she wields a sling made 

from sighs and fires bullets of starlight at her enemies .  

Those who live in far northern climates often revere 

the Shimmering Maiden and believe that the aurora 

borealis portends her benevolent deeds. Pulura appears 

to comfort travelers far from home and those who feel 

alone or are lost in the vast northlands .  Her agents often 

wander the snowy wastes to assist those  who have become 

injured or lost during their travels .  Pulura's followers tell 

stories ofthe constellations to help one another learn the 

night sky and to pass on tales of goodness  and light. 

Pulura prefers the mortal realm to Elysium. She has a 

number of homes hidden within the constellations ,  and 

frequently visits Desna when she requires counsel. 



CULT 

RAGATHiEL 

General of Vengeance 
LG angel empyreal lord of chivalry, duty, and 

vengeance 

Holy Symbol bastard sword crossed with a crimson wing 

Temples battlefields, castles, fortresses, headquarters of 

knightly orders, war rooms 

Worshipers the avowed, knights, soldiers, the wronged 

Minions aasimar paladins, blink dogs, kirin 

Obedience Slay a proven wrongdoer in Ragathiel's name. 

It is not enough for the sacrifice to have an evil heart or 

evil intentions; the sacrifice must have committed evil or 

unlawful deeds. Gain a +4 sacred bonus on saving throws 

against spells and effects cast by evil creatures. 

BOONS 

1: Virtuous Combat (Sp) bless weapon 3/day, litany of 

righteousness"' 2/day, or magic vestment 1/day 

2: Retribution (Su) You gain a sacred bonus equal to half your 

HD on damage rolls made with slashing weapons against the 

last creature to have physically wounded you within the last 

24 hours. 

3: Pure Soul (Sp) You can cast holy aura on yourself once per 

day. In addition to the effects of the spell, you gain DR 10/ 

good and cold iron and you treat any weapon in hand as a 

+5 holy weapon for the duration of the effect. 

Ragathiel, child of the archdevil Dispater and a goddes s  

of fire, stands on the front line of  the war between 

Heaven and Hell. He carves through legions of fiends 

and drives back lesser evils with the mere presence ofhis 

awful majesty. 

Ragathiel is a tower of glorious might. He stands almost 

20 feet tall, and five lofty burning wings stretch from his 

back. The General of Vengeance once had six wings ,  but 

one was severed, torn from his body by Dispater himself 

Ragathiel's tainted heritage has left him with a 

wrathful heart, and the angel struggles constantly to 

master his baser impulses  in s ervice to the light .  For 

thousands of years he strove to prove himself to the 

angelic choirs of Heaven. In the Maelstrom he wrestled 

for i6 years with a monstrous evil serpent whose s cales 

wept acidic blood until he was able to choke the life 

out of it. He led an entire army against one of the iron 

fortresses of Avernus and burned the castle to the ground 

with holy fire, single-handedly maiming Infernal Duke 

Deumus in the process .  Finally the other empyreal lords 

agreed to admit Ragathiel into their ranks, and now they 

appear to trust the angel completely-though that trust 

took centuries to develop. 

Ragathiel takes an active role in the battle against 

Hell's fiendish legions .  He shines at the head of his 
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army, a figure of golden light cleaving through the 

ranks of devils that face him. Soldiers of all kinds ,  but 

particularly knights ,  pay homage to Ragathiel and pray 

for his virtue and wrathful strength in battle. Those who 

have taken vows , especially those of duty or vengeance, 

hold Ragathiel as their ideal, and his agents sometimes 

assist those who have been grievously wronged and now 

seek righteous vengeance. 

The lower slopes  of Heaven are home to Ragathiel's 

Fortress ,  a magnificent steel structure designed to 

withstand a thousand-year siege if need be. 
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R_OWD ROSH 

The Divine Herdsman 
NG male agathion empyreal lord of herd 

animals, husbandry, and shepherds 

CULT 

Holy Symbol ivory double-headed 

shepherd's crook 

Temples kennels, mountainsides, plains, 

ranches, watering holes 

Worshipers animal breeders, druids, hunters, shepherds 

Minions celestial rams, half-celestial criosphinxes, unicorns 

Obedience Scatter a handful of grain and then pick up each 

grain and place it in a single pile. Gain a +4 sacred bonus to 

AC against attacks of opportunity provoked by moving out of 

a threatened space. 

BOONS 

1: Herder (Sp) calm animals 3/day, animal trance 2/day, or 

dominate animal 1/day 

2: Divine Flock (Sp) You can cast summon stampede (see 

page 51) three times per day. This ability is the equivalent 

of a 7th-level spell. 

3: Spirit Herd (Su) You and up to one ally per HD  can transform 

into an ethereal herd of animals of your choice as long as all 

of you are within 30 feet of one another. Your herd travels 

as if under the effects of an ethereal jaunt spell. In addition, 

you and the other members of the herd are connected 

telepathically for the duration of the effect. 

Kellid legend says that when caribou, deer, horses ,  and 

sheep were first created, they were solitary creatures that 

wandered alone and were thus easy meals for predators .  

Supposedly, the empyreal lord Rowdrosh pitied these 

animals and taught them the wisdom of traveling together. 

Rowdrosh can take the form of any herd animal, and 

often travels the material world in such a guise. In his true 

form, he has the body of a muscular man with tanned skin 

and the head of a ram. Curls of bronze hair cover his face, 

shoulders, and chest. Two massive curled ram's horns made 

of moonstone sweep back from his temples ,  and he carries 

their incredible weight with ease. In his left hand, he wields 

a straight birch staff that strikes as hard as one ofiron. 

Those who tend to herds of animals often pay homage 

to Rowdrosh. His agents counsel benevolent shepherds and 

herders, teaching them how to prevent disease among their 

animals and how to properly care for pregnant animals in 

lands where such knowledge is still scarce. Rowdrosh has a 

particular hatred for schirs and worgs,  and his agents go out 

of their way to eliminate these brutish monsters .  

On the plains of Nirvana, Rowdrosh raises celestial 

steeds to serve as mounts for divine warriors .  He has no 

permanent home, and is content to rove the upper planes 

for all eternity with his divine herd. 

CULT 

SER�IDlWD iEL 

Lady of Inspired Notes 
NG angel empyreal lord of 

communication, inspiration, and music 

Holy Symbol twin chromatic harps in gold and silver 

Temples border towns, forges, music halls, scriveners' shops 

Worshipers diplomats, harpists, metallurgists, trumpeters, 

scribes, woodworkers 

Minions aasimar bards, astral devas, celestial pseudodragons 

Obedience Sing or play a musical instrument in public where 

strangers can hear you and be inspired by you. If no suitable 

public areas are located nearby, compose an original poem 

about Seramaydiel's influence in your life and leave it where 

a passing stranger may find it. Gain a +4 sacred bonus on 

saving throws against sonic effects. 

BOONS 

1: Communicator (Sp) comprehend languages 3/day, 

whispering wind 2/day, or sculpt sound 1/day 

2: Quiet Muse (Sp) You can cast silenced brilliant inspirationAPG 

three times per day. 

3: Paralyzing Song (Su) You make music with such skill and 

pathos that all around you become frozen still. Once per day 

as a full-round action, you may attempt a Perform (keyboard 

instruments, percussion instruments, string instruments, wind 

instruments, or sing) check. All enemies within 30 feet who 

can hear you must make a successful Will save (DC equal to 

the result of your Perform check) or be affected as though by 

hold monster for as long as you continue playing. 

Seramaydiel loves instrumental music but favors the 

harp above all. When astradaemons first emerged from 

the Abyss and began snatching wandering spirits from 

the River of Souls on the Astral Plane, it is  said that 

Seramaydiel was able to call the lost souls belonging to 

Nirvana back to her with her majestic harping. 

Seramaydiel's burnished red-gold hair falls in broad 

curls around her face and frames the white wings that 

rise from her slender back. She uses her heavenly double 

chromatic harp to lull evildoers into a false sense of 

security, then slays them, if she must, using holy darts 

projected from a narrow bronze tube she uses as a blowgun. 

The Lady of Inspired Notes speaks all languages and 

enjoys fostering communication between disparate 

parties ,  especially when doing so may avert potential 

violence. A diplomat negotiating peace between countries 

and a tavern patron trying to head off a bar fight are both 

regarded by Seramaydiel as emissaries ofher cause .  

Seramaydiel's home is a vast marble amphitheater on 

Nirvana where the empyreal lords sometimes congregate 

for music and dancing as Seramaydiel plays a tune from her 

enchanted harp, much to the delight of all in attendance. 



CULT 

SHEi 

The Ibis Matron 
NG female agathion empyreal lord of age, life, 

and self-actualization 

Holy Symbol trio of seeds cradled in the blade of a sickle 

Temples community centers, family homes, farmland, 

monasteries, schools 

Worshipers caretakers, educators, the elderly, parents, 

pregnant women, the young 

Minions celestial giant dragonflies, treants 

Obedience Lay a heavy rope across your shoulders and 

meditate on the strengths and weaknesses of your true self. 

Remove the rope and continue to meditate on the feeling of 

lightness that comes with the loss of an unnecessary burden. 

Gain a +4 sacred bonus on saving throws against effects that 

damage, drain, or penalize ability scores. 

BOONS 

1: The Tender's Path (Sp) remove fear 3/day, calm emotions 

2/day, or sands of time"M 1/day 

2: Eider's Wisdom (Su) You immediately age into the next age 

category, though you take only the mental bonuses for the 

next age category and none of the physical penalties. If you 

are venerable when you receive this boon, gain a +2 sacred 

bonus to your Wisdom instead. 

3: Liberation (Sp) You can cast freedom once per day. 

Shei demonstrates patience and acumen cultivated over 

thousands of years and strives to lead others to the same 

wisdom of the self. Through quiet reflection, service to 

the community, and the grand experience of life,  Shei's 

followers learn to recognize their true natures and feel 

the freedom that comes with perfect self-acceptance. 

Shei stands 8 feet tall and exudes quiet confidence 

and grace despite her eerie form. The empyreal lord's 

slender body appears to be that of a middle-aged woman, 

but her form is concealed beneath glossy black feathers 

and tightly wrapped bandages .  The head of an ibis  pours 

from her elongated neck, and in her hand she carries 

her silver sickle, Imminent Harvest, with her at all times 

lest evil catch her unawares .  Though Shei possesses  the 

wisdom of age, she also possesses  the fiery pas sion of 

youth, making her an unpredictable force to be reckoned 

with even at the best of times .  

The never-ending cycle of life i s  Shei's province. Her 

multitudinous minions range from dragonflies that 

live and die in a year to treants that have existed for 

centuries .  The Ibis Matron understands every stage of 

life,  from infancy to old age, and sees the purpose oflife 

as the attainment of self-actualization. Her servants find 

joy in helping mortals expres s  their true selves through 

creativity, hard work, and service to their communities .  
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Individuals in search of enlightenment, parents of small 

children, mothers about to bring life into the world, and 

teachers helping their students blossom all pay homage 

to Shei. The elderly feel particularly drawn to Shei, 

knowing that the Ibis  Matron understands the weight of 

their long lives .  

Those who force others to hew to an uncomfortable 

mold rouse the wrathful judgment of Shei, as do fiends 

who corrupt mortals and rob them of their potential. 

The Ibis Matron has an especial hatred for belier devils 

and their ilk. Evil creatures that weaken their victims 

through negative energy-particularly ones that cause 

premature aging, such as ghosts-also bear the brunt of 

Shei's glorious anger. 

Shei lives in a magnificent palace of woven rushes that 

floats on the Lake of Spring-Thawed Ice on Nirvana. 
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SiN..ASHAK.Ti 

CULT 

Holy Symbol emerald trumpet emitting a brown silk ribbon 

that becomes a road 

Temples caravan stops, docks, roadside shrines, wedding chapels 

Worshipers joy-seekers, messengers, separated lovers, wanderers 

Minions hippocampi, hippogriffs, pegasi 

Obedience Sit cross-legged at dawn and light a candle before 

your face. Laugh uproariously until the force of your laughter 

blows out the candle. When you rise, step out with your right 

foot first. Gain a +4 sacred bonus on saving throws against 

spells and effects that would hinder your movement speed. 

BOONS 

1: joyful Step (Sp) longstrider 3/day, forest friend"' 2/day, or 

good hope 1jday 

2: Infectious joy (Su) Your delightful demeanor is so 

contagious that enemies find it hard to resist your charms. 

The save DC of your mind-affecting effects increases by 1, or 

by 2 against intelligent foes of the same race as you. 

3: Familiar journey (Sp) You can cast word of recall once per 

day, except you may target up to six willing creatures within 

30 feet to travel with you; these creatures need not be 

touching you. 

Sinashakti embodies perfect joy. He is an inveterate 

wanderer and delights in meeting long-lost friends along 

the road. Sinashakti carries missives of great import 

between empyreal lords ;  legend tells that Sinashakti once 

descended to Abad don to bring a declaration of war to the 

divs, though he denies such audacious claims. 

Sinashakti is typically depicted as a handsome man with 

deep blue skin and a constant smile. He often wears his 

long black hair in a braided knot and his dark eyes gleam 

with felicity. Sinashakti favors silk trousers and colorful 

tunics, and it is known among his followers that he adores 

jewelry-bangles bedeck his arms and jeweled ropes 

hang from his shoulders. In battle, Sinashakti produces 

a shortbow studded with yellow sapphires from which he 

fires emerald-headed arrows. 

Those separated from their loved ones pray to 

Immaculate Joy for a reunion, as do travelers in need of 

safety. Good-hearted messengers who work diligently 

may find Sinashakti's agents come to their aid during 

dire straits .  Sinashakti and his followers teach that true 

happines s  can only come from a life lived well, an open 

and honest heart, and devotion to goodness .  

Sinashakti lives in a rosewood palace near the River of 

Chromatic Tranquility in Elysium, though he is rarely 

found at home. 

CULT 

SOR.A LYON._ 

The Mystic Angel 
NG angel empyreal lord of guardians, magic, 

and monuments 

Holy Symbol stone spire covered with astronomical signs 

Temples ancient monuments, arcane towers, libraries, stone 

cathedrals, watchtowers 

Worshipers arcane spellcasters, astronomers, guardians of 

important sites, historians 

Minions half-celestial calikangs, half-celestial girtablilus, planetars 

Obedience Keep with you a 5-pound marble miniature of an 

existing monument. Before sleeping, trace the monument's 

surface with your fingers. Close your eyes with your hands 

resting on the monument and meditate on Soralyon's 

teachings until you fall asleep. Gain a +4 sacred bonus on 

saving throws against effects that cause slowness or magical 

aging and any effects that damage ability scores. 

BOONS 

1: Lorefinder (Sp) identify 3/day, locate object 2/day, or glyph 

of wording 1/day 

2: Arcane Knowledge (Su) Your eyes harden and turn into 

ruby and gold. You can see as though under the effects of a 

permanent analyze dweomer spell, though you only use this 

effect only on objects, not on creatures. 

3: Petrified Guardians (Su) Once per day, you can speak a 

divine utterance to turn one creature within 60 feet to solid 

marble as flesh to stone (Fort save negates; DC 10 + 1/2 your 

HD + your Int modifier). You can then order your petrified 

victim to guard a clearly defined area or object as long as it 

remains turned to marble. Anyone who enters the area or 

touches the object triggers the petrified victim, who attacks 

as a stone golem with HD equal to the creature's original HD  

for 1d 4 minutes before reverting back to flesh. 

Soralyon's handsome form is formed from living marble. 

Mortal art depicts Soralyon in numerous different 

shades ,  from white to rose red, blue, or green, but his 

true form is  of the purest black marble, which always 

glimmers softly as iflit from within. 

Those who guard ancient sites ,  particularly as self­

appointed guardians ,  pray to Soralyon for the strength 

and perseverance to carry out their grave tasks, and 

Soralyon and his agents are constantly on guard against 

those  who would defile sacred monuments .  While the 

Mystic Angel sometimes favors researchers who show 

prudence and strong moral fiber, his agents quickly 

intercede when a mortal seeks to uncover, however 

unwittingly, a dangerous monument or evil bit of ancient 

lore-a trait that sometimes puts Soralyon at odds with 

preservationists such as Bharnarol or the caretakers of 

the Great Library of Harmonious Scripture.  



The Aurulent 
Eye 
LG male archon empyreal 

lord of night, owls, and watchfulness 

CULT 

Holy Symbol a shadowed golden owl eye 

Temples borders, deep woods, farmlands bordering 

forests, watchtowers 

Worshipers farmers, guards, loggers, rangers, scouts 

Minions celestial owl bears, dire badgers, giant owls 

Obedience Find and observe a mouse or rat from no more than 

30 feet away. Continue watching the mouse, unseen, for 10 0 

breaths. Catch the mouse and release it in an area where 

owls hunt. Gain a +4 sacred bonus on saving throws against 

effects that would hinder your sight or hearing. 

BOONS 

1: Forest Dweller (Sp) calm animals 3/day, eagle eye"PG 2/day, 

or deeper darkness 1/day 

2: Owl's Eye (Su) You gain darkvision out to a range of 60 feet. 

If you already have darkvision, increase its range by an 

additional 60 feet. 

3: Hunter's Edge (Su) You gain sneak attack +3d6. This 

increase to sneak attack damage stacks with sneak attack 

damage you may have from other sources. Whenever you 

deal sneak attack damage with a piercing weapon, you deal 

+2 points of damage per sneak attack die. 

Tanagaar watches from the darkness ,  always alert for 

evil working under the cloak of night. His great golden 

eyes never close ,  and his sharp beak and fierce talons are 

always ready to tear apart those  who challenge him. 

In his true form, Tanagaar is a giant owl, i4 feet tall, 

with luminous golden eyes ;  it is  said that he can swivel 

his head in any direction and can see perfectly at any 

distance. Tanagaar's plumage is dusky platinum gray 

tipped with inky black, perfect for melding into the 

shadows of the forest. His beak and talons shine like 

platinum as well, but are actually cold iron, and never 

catch the moonlight to betray his position. His devout say 

that Tanagaar's beak is sharp enough to sever the head 

off a babau, and with his mighty talons he can snatch 

and crush two dretches at a time. His presence is always 

preceded by a flock of owls native to the surrounding 

region unless  he requires discretion. 

Tanagaar sometimes takes the form of a humanoid as 

well, preferring the guise of an 8 -foot-tall muscular man 

with shoulder-length black hair and a close-trimmed 

gray beard. Backwoods foresters and lumberers tell tales 

of encountering Tanagaar in this form-the celestial 

being's luminous golden owl eyes always betray his 

otherworldly nature. 
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Lookouts ,  guards ,  and forest wardens all pay homage 

to the Aurulent Eye. The empyreal lord is as concerned 

with law as any archon, and his influence envelopes 

borders (particularly ones that run along a forest's edge) , 
watchtowers ,  and wild preserves .  His servants frown on 

poaching, but if such illegal hunting is done unwittingly 

or out of desperation, these celestial agents typically send 

poachers away with a stern warning and perhaps an offer 

of lawful aid. Poachers or trappers who leave wounded 

animals in distres s  or use cruel hunting tactics face 

the full wrath of Tanagaar's faithful. Guards who find 

themselves overwhelmed while defending legitimate 

borders may find unexpected aid from Tanagaar, and 

more than one border conflict has seen the tide of battle 

turn because of hundreds of screeching owls swooping 

down on the unlawful assailants .  

Tanagaar concerns himself with watching the borders 

of Heaven from the depths of the Unbent Forest on the 

lowest slopes of the mountain. There he maintains a 

force ofhound archon scouts who assist him in patrolling 

and defending their divine realm. The Arulent Eye keeps 

tabs  on the rest of the multiverse's borders with the help 

of his elite order of spyglas s  archons ,  who all sport the 

heads of owls and can supposedly dive from a mile up to 

strike at an enemy on the ground in a matter of seconds .  
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CULT 

TOLC 

Snow-Strider 
CG angel empyreal lord of cold, frozen wilds, 

and survival 

Holy Symbol caribou antlers cradling a javelin of ice 

Temples arctic outposts, hunting lodges, ice caves 

Worshipers arctic rangers, evokers who use cold magic, natives 

of northern reaches, trappers 

Minions celestial ice elementals, frost worms, remorhazes 

Obedience Kneel naked outdoors at night while dipping your 

hands in two bowls of tepid water. Slowly raise your hands 

above your head and hold them there until the water from 

both bowls has evaporated. Gain a +4 sacred bonus on 

saves against cold effects. 

BOONS 

1: Frozen Magic (Sp) mount (caribou only) 3/day, chill metal 

2/day, or protection from energy 1jday 

2: Icy Shards (Su) Three times per day, you can breathe a 

15-foot cone of ice particles. The cone deals 1d6 points of 

damage per HD  you possess (maximum 15d6). Half this 

damage is cold damage, while the other half is slashing 

damage. A Reflex save (DC 10 + 1/2 your HD) halves damage 

taken from this attack. 

3: Glacial Dark (Sp) You can cast polar midnighfUM once per day. 

Tole is master of the frozen lands,  where people struggle 

daily to survive the harsh elements .  He gazes favorably 

upon those who learn to live within this wild domain and 

appreciate its fierce beauty. 

Tole stands 7 feet tall and has a stout but muscular 

figure. His light brown skin always holds a rosy flush, as 

though the empyreal lord had just stepped in from the 

cold. Numerous scars mar his broad face, which constantly 

sports a stern expres sion, though a kind light occasionally 

warms his hardened gaze. From his back stretch two 

arching tusks carved from celestial ice. 

Snow- Strider and his agents help worthy individuals 

struggling to live in cold, inhospitable climes.  Many 

northern cultures credit Tole with teaching their people to 

build shelters from ice. Tole is a sworn enemy ofKostchtchie, 

and Tole's champions hone their skills in battle to best 

combat frost giants and white dragons. On occasion, a 

mortal champion catches Tole's attention long enough for 

the empyreal lord to grant this mortal divine strength and 

tactical knowledge with which to defend her kinsfolk. 

Tole can sometimes be found in the coldest reaches of 

Elysium's mountains,  but his followers on the Material 

Plane claim to see Snow-Strider in their temple-longhouses 

with some frequency. Many believe he assumes the guise 

of a wanderer in need of respite and leaves flecks of gold in 

the bedding of those who provide him hospitality. 

CULT 

Fireshaker 
CG male azata empyreal lord of change, 

growth, and primal forces 

Holy Symbol volcanic eruption of golden lava 

Temples hot springs, islands, tropical jungles, volcano slopes 

Worshipers elementalists, natives of volcanic island, 

shapechanging druids, storm giants 

Minions celestial earth and fire elementals, celestial 

thunderbirds, crysmals, dryads 

Obedience Build a fire and burn an item or set of items worth 

at least 5 0  gp. When the flames have died down, roll among 

the cinders to extinguish the last bits of fire and grind the 

ashes into the ground. Each time you perform this obedience, 

choose either acid, cold, electricity, or fire. Gain a +2 sacred 

bonus on saving throws against the chosen energy type. 

BOONS 

1: Elemental Arcana (Sp) produce flame 3/day, soften earth 

and stone 2/day, or call lightning 1/day 

2: Quake (Sp) You can cast earthquake once per day. 

3: Wrath of Nature (Su) Once per day, you can assume the 

form of a Gargantuan earth or fire elemental for up to 1 

hour. If you choose the form of an earth elemental, you 

gain a +10 size bonus to your Strength, a - 4  penalty to 

your Dexterity, a +6 size bonus to your Constitution, and 

a +8 natural armor bonus. If you choose the form of a fire 

elemental, you gain a +8 size bonus to your Dexterity, a 

+6 size bonus to your Constitution, and a +6 natural armor 

bonus. This ability is otherwise identical to elemental body IV. 

It is said that trees bend beneath the force ofValani's laugh 

and his wrathful roar can split the ground around him. 

Valani's hot temper is well known among the empyreal 

lords, and his peers respect him for his mastery over the 

forces of nature. Fireshaker understands that change 

cannot be forestalled and that growth requires destruction 

in order for goodness to take root in what was once evil soil. 

Valani is a massive figure, standing 10 feet tall with the 

thick arms and legs ofa primate and the head ofa boar. His 

wavy dark hair falls free under a crown of spiked grass and 

purple flowers. The skin left uncovered by ornate armor 

crafted from tiles of shell and obsidian is dark brown and 

ruddy, as if the light of a fire were always burning just 

beneath his flesh. When angered-which is often-his 

majestic features contort into an expression of awful rage. 

Aside from his wrath, Valani is also known for being a proud 

and wise father countless  times over. Dozens of tribes on 

serene islands through the multiverse claim their blessings 

stem from being favored children ofFireshaker. 

Valani lives in the heart of the Bright-Burning Volcano 

in Elysium. 



ViLD EiS 

The Cardinal Martyr 
LG angel empyreal lord of devotion, sacrifice, 

and scars 

Holy Symbol a scarred golden breastplate 

Temples asylums, cathedrals, convents, interrogation chambers 

Worshipers martyrs, the obsessed, paladins, zealous crusaders 

Minions couatls, lawful angels, peris, shed us 

Obedience Cut a holy design into your flesh or the flesh of a 

willing participant. Rub ashes into the wound while praying 

aloud to Vildeis. Bind the wound in red cloth but show the scar 

to anyone who asks. Gain a +4 sacred bonus on saving throws 

against effects that damage, drain, or penalize ability scores. 

BOONS 

1: Devotion (Sp) command 3/day, paladin's sacrificeAPG 2/day, 

or pain strikeAPG 1/day 

2: Imperative (Sp) Once per day, you can command a creature 

to carry out some particular task or service. This ability acts as 

geas/quest, except it has a casting time of 1 minute and the 

penalty to ability scores for disobeying the geas/quest is - 4  

for every 24 hours the target so disobeys, up to a total of -16 

(though none of the creature's ability scores can be reduced to 

less than 1 by this effect). 

3: Martyr's Blood (Su) You are immune to bleed effects. 

Whenever you would be affected by a bleed effect, all 

enemies within 30 feet gain the bleeding condition 

instead as though they were the effect's original 

targets (no save; creatures immune to bleeding are 

immune to this affect). The Heal DC to stop this 

supernatural bleeding is 20 rather than 15. 

Legend tells that Vildeis despises evil more 

than any other empyreal lord. Other angels 

rail furiously against the darkness  and 

spend eternity battling its agents. But when 

Vildeis emerged from the ether of Heaven, 

it is said, she could not cope with the mere 

idea of evil-what reality allows such an 

abomination to exist? To preserve her 

sanity, Vildeis blinded herself so she could 

not see the foulness  that so often tainted 

existence and dedicated herself wholly to 

destroying that which pained her so. Now, 

her zealous championing of rightnes s  

leaves her no  peace. She cannot rest, cannot 

laugh, cannot pause to appreciate her 

efforts .  Only action and repeated sacrifice 

keep her damaged spirit whole. 

The Cardinal Martyr's body is marked 

with countless  scars, each one a celestial rune 

representing a sacrifice she has made. Crimson 
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ribbons cover her useless  eyes ,  and her magnificent red 

wings carry her aloft as she embarks on divine quests . Her 

curved dagger, Cicatrix, is never far from her side. Those 

who stand in Vildeis's shadow hear a maddening chorus 

of screams, the voices of all the martyred throughout the 

Great Beyond. 

Vildeis's followers commit themselves utterly to her 

worship. The Cardinal Martyr is a demanding mistress ,  

and her tenets are so exact that i t  is easy to fall out of her 

favor. Followers of Vildeis give up their homes ,  families ,  

and wealth to follow her dictums and receive no material 

reward for their service. To Vildeis's devout, sacrifice in 

the service of good is its own reward. Those who die acting 

in Vildeis's name may find rest in their final reward, but 

the most faithful and talented are raised to serve again, 

this time as Vildeis's divine agents .  

Vildeis has no home. She never pauses in her travels, for 

she is driven mercilessly by her cause. 
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WiN..LAS � The Elder of Divinity 
LG mole "'hoo empyceol lmd ol 

ceremonies, religiousness, and service 

CULT 

Holy Symbol censer hanging from a sapphire mace 

Temples community centers, grand cathedrals, holy sites 

Worshipers community leaders, congregation leaders, officiants 

Minions harbinger archons 

Obedience Enact a complex ritual of standing, kneeling, and 

lying prone at different intervals combined with chanting 

and recitations from at least three different holy texts. 

Gain a +4 sacred bonus on saving throws against language­

dependent effects. 

BOONS 

1: Sacrament (Sp) sanctuary 3/day, consecrate 2/day, or prayer 

1/day 

2: Liturgy (Su) Three times per day, you can ask for Winlas's 

favor whenever you are observing a religious ceremony within 

30 0 feet. When you do this, you and up to one additional 

creature per 2 HD  you possess assume the appearance of the 

congregation you are observing with perfect accuracy, and 

you all gain complete knowledge of the sacred rites being 

performed (granting you a +10 sacred bonus on Bluff checks 

to perform the rites). This ability is otherwise like a seeming 

spell, except you gain a +20 bonus on your Disguise check. 

3: Ritual of True Faith (Sp) Once per day, you can cast either 

symbol of death, symbol of insanity, symbol of stunning, 

or symbol of weakness. Your casting time for this spell-like 

ability is reduced to 1 minute. 

In his palatial quarters in the Great Library of Harmonious 

Scripture, Winlas maintains a massive tome detailing 

every sacred ceremony in existence, knowledge that he 

uses to counteract the evil done by profane observances .  

Winlas stands 11 feet tall and has  skin the shade of 

unspoiled parchment. His  white silk robe is impeccably 

clean beneath his heavy tunic ofblue brocade trimmed in 

gold. A sweeping tapestry depicting countless  religious 

rituals-each one minutely detailed in silver thread­

hangs from his shoulders, and he wears a four-pointed 

crown ofbeaten gold. Depictions of the lord of ceremonies 

show him as an old man with a heavy tome in his arms. 

The Elder of Divinity teaches that religious ritual 

unites the faithful, and there is great power in numbers. 

Religious rituals are not distant prescriptions, but elements 

of worship passed down from the divine and shaped by 

pious mortals over the years .  Winlas does not encourage 

loose interpretations of rituals or careless  development 

of new rites. Instead, he and his agents communicate the 

importance of following religious doctrine to the letter and 

work to preserve these sacred rites in their entirety. 

CULT 

YLimaN..CHA 

Harborwing 
NG female agathion empyreal lord of coastal 

waters, fisherfolk, and flying creatures 

Holy Symbol golden seagull with blue circles on each wing 

Temples aeries, cliff sides, port cities, shoreline villages 

Worshipers fisherfolk, garudas, merfolk, sailors, tengus 

Minions celestial air elementals, charybdises, giant eagles, 

hippocampi, roes 

Obedience Wrap yourself in a robe of feathers and immerse 

yourself in saltwater, holding your breath for as long as 

possible. Climb out of the water, kneel down, and pray until 

the robe dries. Gain a +4 sacred bonus on saving throws 

against effects with the water descriptor and effects from 

flying creatures. 

BOONS 

1: Winged Blessing (Sp) feather fa/1 3/day, levitate 2/day, or 

water breathing 1/day 

2: Aspect of the Wind (Su) Avian wings sprout from your 

back, granting you a fly speed of 30 feet with average 

maneuverability. 

3: Body of Water (Su) Your body becomes permanently fluid 

and malleable, making you immune to critical hits and sneak 

attacks. In addition, you can move through an area as small 

as one-quarter your space without squeezing or one-eighth 

your space when squeezing. 

Ylimancha watches over the coastlines of the world 

and battles with Pazuzu for dominion over the souls of 

those  beings who call the sky their home. Her conflict 

with the King of the Wind Demons began at the dawn of 

time when she and Pazuzu fought for the souls of winged 

beings as they sprang into existence. Ylimancha bitterly 

resents each race lost to Pazuzu's corrupting influence. 

The empyreal lord of coasts has two forms. One is 

that of a woman with the head of an osprey. In this form 

she carries a teak longbow strung with gold. Her other 

form is that of a 4-foot-tall pure white seagull with the 

head of a beautiful Varisian woman with short dark hair. 

Ylimancha can speak in both forms, and her words always 

carry with them the quiet echo of crashing waves .  

Agents of Ylimancha help protect coastlines and the 

mortals who live near the water. Harborwing teaches 

fisherfolk how to find schools of marine animals and 

cautions fishers against taking too much from the sea's 

bounty. According to her faithful, it is  Ylimancha who 

taught mortals to build breakwaters to protect their port 

cities from the corrosive effects ofthe sea's mighty waves .  

Ylimancha lives in a magnificent golden aerie on 

the Skyward Cliffs ,  which stand against the Sea of No 

Shadows in Nirvana. 



CULT 

ZOHLS 

Verity 
LG female archon empyreal lord of 

determination, investigation, and truth 

Holy Symbol open tome with a checkered page 

Temples athenaeums, guard houses, laboratories, libraries, 

scriptoriums, universities 

Worshipers archivists, benevolent spies, detectives, good 

inquisitors, researchers 

Minions blink dogs, celestial invisible stalkers, legion archons 

Obedience Study an unfamiliar scene and then draw 

it as perfectly as possible from memory. Mark any 

inconsistencies on the sketch and keep it in an accessible 

place for future reference. Gain a +4 sacred bonus on saving 

throws against illusions. 

BOONS 

1: Sleuthhound (Sp) identify 3/day, locate object 2/day, or 

blood biography 1/day 

2: Penetrating Gaze (Sp) You can cast extended true seeing 

three times per day. This ability is the equivalent of a 7th­

level spell. 

3: Witness to All (Su) You become cognizant of your 

surroundings at all times. You gain improved uncanny dodge, 

using your total HD  in place of rogue levels for determining 

creatures that can sneak attack you. You gain a +6 sacred 

bonus on Perception checks. Once per day, you can summon 

1d 4 magic eyes that can travel out to a range of 2 miles, as if 

you had cast enlarged greater prying eyes. 

To Zohls ,  the act of discovery is almost as important as the 

truth uncovered by it. The empyreal lord of determination 

and investigation, she revels in unwinding mysteries-the 

more complicated the better-as well as shedding light 

upon previously obscured events .  Zohls sees existence as a 

series of interlocking puzzles and delights in discovering 

patterns. She is guided by logic more than instinct, and 

has trouble interacting with less  perceptive beings,  even 

fellow archons .  She is an impatient empyreal lord who 

genuinely forgets that not everyone shares her talent for 

brilliant leaps oflogic. 

Zohls often appears practically dressed in a tunic and 

breeches and ties back her shining chestnut hair into 

braids. She favors clothing ofblack and white, representing 

the light of truth and the darkness of the unknown, and she 

reveals her celestial nature to the deserving by unfurling 

magnificent wings of parchment that never wrinkles .  

Investigators and researchers-who both seek the truth 

in their own ways-pay homage to the empyreal lord 

sometimes known simply as "Verity." Her agents often 

appear incognito to give a crucial hint or provide a key 

piece of evidence to the faithful. Those who hide criminal 
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deeds capture Zohls's ire most strongly, but anyone who 

seeks to keep acts ,  lore, or objects hidden may encounter 

interference from Zohls's agents .  Zohls uses her abilities 

and her agents to uncover fiendish plots and unravel the 

machinations of evil, particularly devils. 

Zohls's palace on Heaven is filled with endles s  halls 

full of labeled evidence , research notes,  maps covered 

in check marks ,  sketches of interesting individuals ,  

and laboratory equipment.  She rarely visits her fellow 

empyreal lords ,  finding them largely uninteresting and 

difficult to talk to. Her sense of superiority leaves her 

somewhat lonely, and she greatly enjoys interacting with 

individuals-be they mortal or divine-who can match 

her in intelligent conversation. f 
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OL,t?R f?tJ11?_> (itf'? te-sto111e11t itt tJ1e ;;e-l?..>?//?tf'ri11C.e 011d _>tt<e119tJ1 tt/ tJ1e- c.ele-_stiri{> wHtt mrii11itJi11 tJ1e-111 011d C.tt11ti11ue itt 
ex;;o11d 1y;tt11 tJ1e-se- dtt1110i115. 7)1e /;llttw/119 li5ts de-toil sttme ttf tJ1e 1Mst 11t:to6le lttc.ot/M5 {t:u11d 01M119 the 9ttttdly ;;1011?5 . 

ELYSium 
7he u11tt;med 6e-01,t_y tt/ CILp;/um shttw_> /11 it5 Rittitt1,s /;t<e_st_s 011d c.tt6olt _slie_s . n1t:L,9h 6tttJ1 ;;lr;c.id 11\!/tf'//(i11(i r;11d 
6ttist?Rtt1,_> Cly_>/um 5)'.titf'e tJ c.et<to/11 Row mt3)?_>iy1 the di{fet<e-11C.? 6e-t""•e?11 tJ1e111 is t:'jl;.:ritf'e11t immedio�ely . .T11 Clys/1,m1 
tl1e {t:tf'e_st,5 c.J1r;119e f-Rtt111 ti11C./?11t t<edwttttd5 itt 9Rtt//?S cf _yttu119 6it<c.hes 111 tl1e _>;;t;c.e- cf t/1t<e-e _>i?jl5 · 7 he t<tt!li119 ;;lo/115 
ht<111 ri J1r:'l-'J1cJt cJtf'd ;;otc.l10ttRi tt/ lusl1 6ke-9tf'ris_s1 ;;ut<;;le- c.!tt//eR1 yellttw 61,Uet<c.1y;s1 C.Re-e;;i119 111_ytf'tl?1 011d c; J11,11dt<ed 
t:tJ1e-R t_y;;es ttf 9tf'tJL,11d C.tt//etf'. /!ed c.!oy 6(;11J5 oltt119 tl1e- R///e;?..s stttt11 9///e wri_y it: 1M11tt/itJ1iC. 9tf'ri11/te- c.!iff5. 7�•tt ;;ett;;le 
111o_y 00!1 side 69 side (iltt119 tJ1e le119th ttf Clysit.<1111 tt11e lttttli119 left 011d tJ1e ttihet< lttttli119 Ri9J1t1 011d Ret1,tf'11 0itl1 iwtt 
C.t:Jujl!?tely dissimilOR t<e;Mtf'ts. 

pttle.,es: 7J1e- mttu11t(ii11 tf'(J119e l11tt011 s1m;;/y (is the /!lide;?..5 i11c.l1�de-s (imtt119 lis sit:;
. 
;e-s (;11d �Mlr:ys t/1e- id1;1llic. /vttt1A11iCJi11 

c/ l1119?R1119 Sttu!5tt1191 tl1e 111/t111te-!y dee-;; ,.:'Ift<19ht-/5ut<111119 Vele.Mt:� {;11d t/1e e?Rtly 6N1rit;/1.! l1tM btf'(we';!c"_!.d· 
p11wttlte.ss tf�e. Oc.e.tM: Z 11 Cl!fs1u1111 c.1i(1de-!_-; t"11d /)(1/(1C.e-> dt<;/t os eM1ly tt11 the- 0111d (;s 1.vttu!d (1 IN1/. 1J1e 

/?ttu11d!?ss ;/t ut<? Oc.Ni11 1s (; /(;//tttf'ii? Re91tt11 /t:R the-s? /INJti119 stt<uc.tut<es it: dt</t tt//etf'. 
f ,&Jf t!astle.: /!e-side-11ts ttf T(iy6e-t<Ry _s(iy t/1(Jt, sttm?t1mes (J /lttoti119 c.r;stle dt<;/ts 1_;(J_st tJ1e itt011. Tit? c.r;stle 11e//?R 

C.ttme_-; c.!tt_se ?11ttu9h ht< fi119tt11e ttt 9e-t fi 9ttttd lttttl ot it1 6ut it _se-e111_s ttt 6e 111ode- ttf iRtt11 fi11d ho//e o di_stut<6i119 
ot<c.h1tec.t1dr;I style tj1,ite un!ile thot ttf 111tt5i ttf the 6uildi119_s i11 Cf_y5ium. few C.utf'itttcs 5tt1J> 110//e ttf'ied itt 
i11//C..Sti9ote- tJ1e- iRtt11 c.t;_stle-1 61J f';11d it dt<1ft_s _s;;e-edily Owci_y 0l1e11 o;;;;Rtttic./1e-d. 

/?a/JfUt/ /=i,ee.s6: ;ls /t_s 11ome su99e-5t51 tl1e f0i11te-d ;:;l;e-_st tf'e..5e..,w6le-_s 11tt ;;ritf't tt{ l11tt011 tf'e..ril/t_y 5tt muc.J1 r;_s ti11 
Otf'i15t ,s swee;;/119 t<e-;;tf'e..5e..11ifit/tt11 ttf o wttttdlfi11d dut</119 tJ1e c.J1fi119e- ttf 5?(i_st:115 . h'e-R?1 C.iC.cJdfi.s c;11d 00xt-v•i119.> olile- si119 
Omid 6lttttmi119 liloC._51 s11tt0-C.tt//et<ed ;;i11e..s1 so99i119 61,ttet<11ut51 011d 0i11d>t-v•e;;t ;;olms. 

Sttve.,e-6,eay bwtaJttls: 7)1is sJ1olltt0 de!! is C.tt//?Re-d i11 tJ1e.. ;;(i/?st gt<e..e11 gtf'(iss 011d (i C.tt11si(i11t/y dt<;/ti11g mist thot 
tt6sc.r,tf'e..s tJ1c� /�tttsi?jl-5 ttf (i11y whtt ;;os_5 tJ1t<ttugk 

Spa,el{/Jtg ri-Jts: St: 11(Jm?d /�R the- jJ?Rj;etu()/ i0il1ghi t/1(ii illtAt41/11(it?S tJ1e s/1(1/!ttw "''(ii?;?..5 tt/ this s1.vCJm;;9 
tf'Ni/1111 tJ1e S;;tJtf'il111g ,J:?11s (itf'e tJ ;;/oc.e- tt/ 9tf'NJi JM1jSi?R1;1 /11 Clysium. Zt 1s S(i/d ihtJi tl1e e11titf'?i!f tt/ this 6Nh<t;/L1 

0?t/(i11d is (JC.iuolly l1itle mt: Re� t/1(i11 tJ1e 6c;c.J tt/' (i11 
im;J1Jss16!1;1 J1uge.. sh,1116et<111g iNid. 

Tay6e.,e,ey: Thttu9l1 tJ1e de11/e,e11s cf Cly5/1<111 
OR? /tt(it,J1 it: sttJy 1// tt11t� ;;/(iC.C.. /;R ttttt ltt11g 1 the 
se-Ule-111?11i tt/' TtJ96?RRy is (i 11ttto6!e- ?xc.e;;i/tt11 it: 
this tt<e-11d. If C.OC-tJjJHtt11y tt/ 1.vttttde-11 6uil di119s-mttsi tt/ 
the.111 6uili /£ttm (i 1111sJ1111(JsJ1 tt/ d;//e-t<e11i i1;1;;e-_s tt/ 
wMd (i11d sitt11?-111ole.. u;; J1(i/[ the- itt"-111. 7)1e.. ttthe-R 
/101{ i5 C.tt111;;ttsed ttf t-v•tti/e11 6ttw?Rs 011d ;;lot{t:tf'111_5 
of/)xed ttt 111i9ht_y tt<ee_s t/tfit _stt<e..tc.J1 tJ1eiR 6t<o11c.he_-; 
tt1,t tti/eR tJ1e httuse..5 .  ;! ;;tt;;1,/otf' de-_sti110iitt11 /;R 
mttRttil itf'Oi/?l?tf'S ttt Cfy_s/1<JM1 To_y6?Rtf'y /_s {i _sle-e..;;_y 
ttt011 d1,tf'i11g tJ1e.. do_y 6ut e..x;;lttde-s ttt li/e. c;t 1119ht1 
whe..11 tJ1e 5111cJttet<i119 ttf 1,11fi.ssu111i119 sl1tt;;s fi11d 
?(it?Ries 6e..c.tt111? o c.rJtf't:us111g R?//?I i11 tJ1e C.. i/C..11i11g1 
/)lied "')it/1 1.vild "''?lttdies1 111tJg/c.ol /1Re..1.vttt<ls1 011d 
tt//?Rf!tt"'Jil1t) "'1/11? . Sttme ttf'(i//el?I?..> it: Clysium sttt;J /11 
7(,l/6et<R1;1 (J11d c.ht:tts? tt: 11?//?R I ?Of/? . 

HEAVER 
The- _s111gle 51;1�? ttf )/u;i/e11 tttw?Rs /tJtf' 6e..ytt11d the 
he-19J1t t:f (i111;1 t:ihe-R mt:u11t(ii11 fd:u11d i11 tJ1e btf'?ot 
/Se-_ytt11d1 _st: 9Reot /_-; /i_s gltttf'y. />///ide..d i11ttt _s?//e11 
disti11C.t tie1?..s1 e-oc.h !?//el cf h'eo//?11 i5 decidedly 
mttRe.. 9lttRitt1.s tho11 the tt11? 6e-{t:t<e.. it1 tl1tt1,9J1 the-Re 
OR? C.tt1,11tle..s5 wtt11de-;?..s ttt 6e..httld 11tt 111ritteR ""')1?tf'? 
ttn? /ind> ttneself ttn the sttfitf'/n9 1111JL,11t. 

tfta6asu,e f'assage.: 011 tJ1e th1�d lei/el tt/ . 
h'e-oi/C..11 st(i11ds tJ1e /f /(;6c;stc�R f0sso9e-(i ;;(Jth tt/ 
0/1/tc� /!tJgsttt11e-s l111e-d "''1tJ1 6/oc.l C.Ryst(i( ;;i/lot<s 
(J11d _5utf'Rttu11de-d tt11 (i/( sides 69 o smtJ// C.iiy tt/ 
p?i1i1tt11et<s (J11d ot<c.htt11 91dJtf'ds. 7)11_s is "''J1e-Re mttsi 



l11tJtf'tv!.> f;11d t)1C.l115C.l//C-_> t<(JtJl1 lc5i119 l11v9ic. tJtf' c; 9vte- ttJ 
ttf'rl{/e-1 ttJ /le.c;//e.11 . btJtJd he.tf'tJe.s whtJ Re-s;;e.c.t /(;,../ 011d )1(1//e. 
(i //0!1d tf'Ui911 /�tf' itf'{ivC-!i119 ttJ /f e.c;//C-11 /)11d t)1e- ttJwl1 
tf'C.C.C.;;tive-; tJt)1e-tf's 1110y /(iC.C. (i le-ss k!J·s;;1t(16!e- 1,vC./C.tJme-. 

tfttu.et.s ef tfc.c.tt,etl: TJ1e- )1tJ111C. tJl hth /J(i111C.tf'tf'iC.h 011d 
O!he-1J111 tJ1e- ('.tJutf'ts If/ //c.c.tJtf'd (itf'e- /eu11d 111 (i stoic.lif 
white- 6uild1119 1,v)1e-tf'e- !INi//C.11 ,5 le-ode-R-s ;;e-tf'itJdiC.(i/lif 
C.tJJJ//C-JJC. ttJ di_5C.1cs_5 il11,PtJtf'iti11t mtif,{,e-tf's c;11d ,Pt'tie.11tly 
we.i9)1 l11tJtf'ti/ de-c.i_5itJJ15 thvt wtJtt!d like.II) 6e. tf'e.90Rde.d c;_s 
i111,PtJ55i61e- ,PCitf'cidtJxC-5 ttJ 111tJtf'/,til );e-Otf'ts . 

/i,et,ee.s.s ef f().1().t/t/el: SiUi119 tJ11 t)1e- ltJuje.st 5f,tf'e-tc.)1e.5 
tJf !le-v//C-111 ti5 it )1v5 PR 1111ttJld 111ille-1111/cJ1 t)1i.> 9le-omi119 
f&Rti/ic.c;titJ11 is 111ode. e-11titf'?llJ tJf' 1<11totf'11isJ1e-d ste-e./. 

Tlte 6().,etle-11: 7J1e- tJdl) /��iiurfe- ttJ (idtJrf11 !le-o//e-/s 
l11lJ5ie-rfitJu5 ;;e-(;):1 tJ1e- w(i//e-d tf'?(i/ l11 l11tJv..,111 5il11/)llJ {i5 
t)1e- b(irfde-11 /5 tht!u9ht ttJ 6e- the- 6irft)11119 9rftJu11d5 tJ/ 
11e1v (irfC.)ttJ/151 (i11d its (i/;/;?(irf(iJJC.c� c.)1(i119e-5 de-;;e-11di119 tJ/1 
the v1->ittJ rf. 

p- · • . , . . .  
- · ' 
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FR.om THE .CHR_ONJCLE O F THE R.JGHTEOUS 

kJt().//111/11: StJl11? wJ11s;;e-rf t)1(1t O 9io11i 5)1(idtJw l11tJw11 
tJ11llJ OS t)1e /();c;li911i11 dR;ft_5 tiC.tf'tJ55 t)1e- _511rff{;c.e- tJf }( 
!le-rl//C-11 fif'tJ111 time ttJ til'ue.  ,lYtJ11e c.011 5vlJ wit)1 Cil1LJ c.e-rftvi11tl) ,..,,)1ot the. 

' ' 
dtf'eod 5)1cid!Juj ,PtJtf'te11ds1 M t);e- OrfC.htJ115 .C.ti1111tJt _5;e 011lJthi111 t)1cit )1(',P,PC-115 6e-11e-c;th its //eil ti11d 111tJ5t tJf /le.c;ve-11 ,5 
tJC.C.t<(JOl1t5 9i//? tJ1e t/1i119 v "''ide 6erft)1 t<(JtJl1 S,PtJUi119 it.5 sl1199is/1 C',P,PrftJtiC.)1. 

fk1111e V().//().t/tt11: // 1110911i/ic.e11t ,serfie5 tJf 6le-55ed 111titf'6le wtil(s v11d tf'vl11,Pvtf't51 tJ1e f!?i111e- Vollti?itJ11 hvs sttJtJd ti5 
!leo//e11 ,_5 /iR-st defC.11.se ti9tii11.5t f/e.11dis)1 i11//ti5itJ11 hR ti111e 1111t1Jld1 011d its C.tJl11l11v11de.tf' 11Rq11?tf'lf5 hos ,PC.tf'->tJ11olllJ 
5;;eotf'hN1de-d t)1e de-/le-c.titJ11 !fl C.tJu11t/e-55 v..,1tJu! d-6e rfo1de-rfs. 

fetl ftttwttl().: /! m{i911J)c.e-11i tJutdlflfrf (il11/;)1it/1N1te-rf !lfC.(ited 6eJ1111d tJ1e- (!tJ1,,rft5 tJ/ /c.C.lfrfd (i11d c.e-11te-Red (irftJu11d 
(i 51119/e- C.rfil11911 motf'61e- exec.utitJ11etf' ,5 6!tJc.l1 tJ1e- /!e-d 1f!tJtu11d(i i_5 whe-Re- C.(ijJti//C. de-l11tJ11 /tJrfc/.51 111(i/1911 de-m19t!c/.51 011d 
tJtherf /Mwe-rf/L! ?//ii C.rfNitur(?5 (irfe 6r(tJu9)1t /�rf jud9111e-11t (i11d ?xeC.ui1tJ11 . 

RiRVARA 
/V;tf'//Oll(i 6rfNJt)1e5 wit)1 t)1e- 5il11/;le 6e-lie-/ 111 rf19ht11e-s51 i11 (i 9Md tJ1ot is 11tJt C.tJl11jJlic.ote-d (J11d )105 11tJ 09e11d(;. 7J1e 
i�J1061t(111t5 

_
tJ/ ,IV1;f'//011�i wdC.tJl11C. oll wJ11J

. 
5C.el e11!i9hiC.11J11e11i ttJ

. 
tJ1e-1rf /ltJ1,,rfi5/1i11j /}dd51 t)1�1tf' ;Jd/uc.1d v..,1(itC.rf51 

c,11d the.1rf t161111dt111t Ptf'e..5t_5 . /1111111015 tJf e//C.tf'lJ .5t;f't,Pe v11d _5hvd? tf'tJ0111 tJ1e. 511tf'j-c;c.e- tJf lY1tf'//CA11t11 611t tJ1e-1rf 611C.t!l1c. 
v,Pj'C.Otf'ci11C.e- 6diC.5 tJ1?1tf' //C-tf'lJ r(ec;I 11ot11tf'til i11s

,
ti11C.t5 .  ftftJtf'to!.s 5)1tJ11ld tvke- C.citf'e- wJ1e

_
11 t'i;,//di119 tJ1is tf'evll111 /tttf' v ,PRide 

tJj l11JJ1S tJJ1 t)1e- 5etf'e 5(1//(IJ1J1(1S tJf iVitf'///)J1(A (;tf'e JllSt 05 h11119tf'l) (AS thlf5e tJJ1 t)1e ftfc,te;f'1vl I f(AJ1{:- , 
./>,e().1tt111H().11t:- "1ttwtt{}./11.s: TJ1e,5e- 5,Ptf'vwli119 c.!i/f5 011d l11tJ1111t5 cJtf'e ;f'1199ed1 i11ti111idvti119 ,Pe-c;):5 rfi//t;led i11 9rfv11de-uf 1J11llJ 

69 !IN;//el1 ,_5 tfwJJ 111tJ1<11ttii11 . l�uutJtf' htJld..s (,);(if, the.;f'e. vtf'? 9rfe.cif, tf'ewotf'd..s ttJ 6e wtJ/7 PR thtJ_5? wJ1tJ dvtf'e. f,);e, tJ{t-ti1ue-s 
ttf'eoc.hetf'tJ1c> btf'o9tJ11mv11e. ft11J1 ... 11tvi115 . T11 ,PCirftiC.11IOtf'1 t)1e. ,Pu;): l11tJw11 v5 //tMi11le11 ,_5 /?tf'lfw is Stiid ttJ hide. t)1e )1!Jvtf'd tJf' 
(i c.!tJud drf(i9tJ11 wJ1tJ l1J119 (i9tJ (.(i111C. ttJ 11\!irf//(il!(i ttJ J11de. J1?rf 9tJld. W/1(it 9u(irfdi(i115 (i11d irf{i,P-5 rfC.111(ii11 15 /lJ1KJ1tJv..,1J1; t)1tJ5? 
whlf r(etutf'11 /rftJl11 c.li1u6i119 //tJ1!i11le/5 /7)rftJv..,1 rf?/Jlfrft J1tf 51911 tfl ?it/1e;f' the- trftJ//? tJ;f' t)1e. drfrJ9!J111 6ut the 61lltJ1,vi119 vilfl?t 
c.l1J1.1ds t)t(it sur(r(tJu11d t)1e- ;;e-r;k 5u99e5t t)1e- v..,1tJrfK tJl,PtJ1,ve-rf/ul illu51frfl) 1MJ91c. . 

./>,ee().111 btu.s: The btf'NJ111 LtJtu5 i5 c1 ;;l(iC.? !fl t;f'o11qu1l1t1J v..,1)1tJse exo.c.t ltJC.(JtitJJJ hos 11?//?rf 6e-?11 o.c.c.utf'(ite-l1J 
dtJc.1,,me-11te-d. Zt 15 50id t)1r;t tJJJ(ij tJ1tJ5? v..,1)11J )1(ivc� OU(ii11e-d ;;e-rf/C.c.t ;;e.cJC.t� (i11d 60!0.11c.e- 111 t)1t�1tf' he.o.tf'i5 C.(JJ1 /111d the­
b;f'eO.l'u LtJttc51 (i11d lfl1? 11?//?rf //11c/_5 ii 111 t)1? 5(il11c� ;;l(i(.? t1,viC.e- .  

/i,ee.st ef Wltt.sl'e,eetl b1111111: //ltJ119 wit)1 t/1e- l.t:;f7e-st tJf' bti11C.i119 ,r;9l11C-J1t51 t)11�5 l11ti55i//? {etf'e-_5(, 5C.tf'//C.5 (i_5 (i J1tJ111C- PR 
the l11(jtJrfit1J tJ{ the wtJt!dl(J11d C.tf'Uiturf?s tJ/1 ,IVitf'v0110. . 7;�1?rf1119 ttf'?e 5/J1rf1ts J11(Ji11tO.i11 the ,t:;f7e._st tJ{ Whi.>;J?tf't:-d LMg_i,,19 
(iJJd wO.ic.)1 tJ//?rf 1is de-111t-?1151 (iJJd tJJ1 1119)1t5 1,vhe-11 t)1e mtJtJJ1 is J11dde111 t)1?5? ;;rf1111?vO.! 9i(iJJt5 5/1i11? like- 6rf(Jt-1?rf5 tJ/' 
sil//e;f' /f(i111? .  

6,,,,tf WtlL: 011 the- e-d9e- tJ/ tJ1c� Loke- tJ/ S/;rfi119-TJ1(iwe-d Zee- sits o /(Jrf9e- ttJv..,111 4' iidiJ 1,v&!Jde-11 61.1ildi1195 (i11d sitf'Oi9ht 
;;ierfs (.(i(le-d blflfd Will. lle-Re-1 ;;e.i/titJ11?tf'_s (111d 090.th1t!115 d1,ve-ll i11 siutf'dlJ C.tJU(i9e-s o.11d C.1J1-u111u11(1I J1tJu5?51 ;;rf1J//idi119 
)1tJ,5,Piitilit9 ttJ (iJ1ij visittJtf'-5 ,..,,),tJ _5C-C.K /{, . TJ11J5C- ,..,,jltJ )1v//C. tf'e.{,11rf11e.d {-;.:tJ111 btJlfd Will tJ{te.11 5,PUiK wi5t{iJlij tJf t)1e.itf' )1tJ5i/ 
5v//lfrfl) w)1/tC--,PtJ1v,de.rf 1111c>/1tf'tJtJ1115 v11d tJ1e- ,Pl115); 5ilK111tJ55 5)1e-e-t.> tJf' ihe.itf' 911?.>t 6e-d.> . 

L().lt:- ef �,e/111-Tlt().wt:-tl Tc.e: ftftJrftOl.5 //i.>it/119 /Virf//v11v1 /tttf' "''J1ote-//?tf' tf'e.O.>tJ111 tJfte11 l110te-rf/til/t-e. 1J11 t)1e. e-d9e- tJf 
the Lcde. t!/ S,Ptf'i119-TJ1t'"''e.d Tc.e .  The- de.11/t e-11.> !ff' tJ1e- 11Nitf'6lJ .>e.Ule-111e-11t tJ/ btJtJd Will le.e-,P c; ,Pviie-11i wtitc.)1 {etf' 
fitfl1JJde-rf/119 ///5/ttJrf5 i11 t)1e- c.)1ill wvte-tf'_s. W)1e.11 11e.C.e55(irflj1 011 v11C./e11i c.e.tc;c.e-ol K11tJw11 v-5 t)1e- be.e,P->C.C-tf' tf'i.>?5 //:'Nu tJ1e­
lole. itJ i11t?tf'C.e,Pt wtJ1<ld-6e C-///ldtJetf'5 tJrf t)l!J5C. w)/tJ hO//C- /tt1111d t)1e.1;f' wfilj i11ttJ 11\11;f'//OJ1{) 61) CiC.C.ide.11t .  

St:-(). ef !Ytt S/t().tfttw.s: ll11�5 5/Jrf(i1,vl1119 61fdlJ tJ/ wOt?rf 15 5??mi119!l) 111/}11iie-1 (i11d 6R;m5 1,vit)1 C.!J1,,11tl?55 (iqu(ifiC. 
C.rf?(ifurfC-_51 C.?t(i(.Ni/51 c111d v..,1(it?tf'-dwe-lli119 ?l11/Jljtf'?C<I llfr(c/_5. 
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CELEXflALKIND 
m . uu D E S i RE T O  O A Z E  U N.T O  ON..E O F  T H E  ID Y Ri A D  Ri S iN..O C H O i RS O F  AN..O E L S  
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U 
nlike the evil Outer Planes ,  which play home 

to a distinct collection of foul outsiders 

analogous to the three most prominent facets 

of evil-the chaotic, the lawful, and the neutral-the 

good Outer Planes are not so simple. In a parallel to their 

malevolent counterparts ,  there are the three varieties of 

virtuous outsiders :  free-spirited azatas,  toiling archons ,  

and serene agathions.  But among these celestials also 

soar the angels ,  empyreal harbingers whose efforts 

support all the good domains in the multiverse.  

Researchers debate the reasons for such complication 

among good-aligned outsiders ,  but most concede that 

the ways of these  paragons are too ineffable to ever be 

fully understood by mortals .  The enigmatic nature of 

celestials has led many planar s cholars to give up the 

search for answers about them and simply be thankful 

for their existence. For anyone who has ventured into 

the Outer Planes knows that the empyreal races '  realms 

are mere oases in the infinite darknes s  and chaos that 

constitute most of the Great Beyond. To weary travelers ,  

the lustrous fields of golden grain on Elysium are a 

balm for both sore feet and tired eyes ,  as are the majestic 

heights ofHeaven's seven-tiered mountain and the cool, 

burden- easing waters of Nirvana. For most, the simple 

gifts  of these  unearthly paradises  are explanation 

enough for the celestial planes '  existence, and in a 

multiverse so overrun by corruption, their dauntles s  

purity is a welcome respite . 

OTHER CELESTiA.L R.A.CES 
I n  addition t o  the four famed paragon races and the 

petitioners ,  numerous other beings call the celestial 

spheres their home. 

Peris ,  believed to be descendants of fallen angels ,  

can frequently be found among the company of their 

pureblooded celestial brethren in Heaven. The guilt 

that drives a peri's existence is no less powerful on the 

empyreal mountain, and there the eldest of these divine 

martyrs perform grand acts of penance to make amends 

for their ancestors' sins. It is  only through eons of 

repentance and self-mortification that peris may hope to 

find peace at last, and so many dedicate their existences 

to aiding empyreal lords or their divine scions. 

Elysium is home to not only the azatas ,  but also the 

impossibly mighty titans .  These  giants  are perhaps even 

closer to the divine than most celestial races ,  though the 

titans currently living in Elysium sacrificed all but a 

fraction of their former power to banish their traitorous 

kin to the Abys s  in a civil war ages ago. Now, the Elysian 

titans continue to sow the seeds of goodnes s  wherever 

their wanderings take them, and they have even been 

known to bestow their divine gifts on mortals who prove 

themselves worthy. 
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Celestial Petitioners 
Mortal souls destined to arrive on one of the good Outer 

Planes do so in the same fashion as souls meant for an 

afterlife on another realm, taking the form of petitioners. 

These ghostly wisps of soul-stuff wander the endless 

expanses of the celestial spheres in droves, often taking 

forms similar to those they held in mortal life but marked 

by the realm in which they find themselves. 

In Elysium, petitioners take on wild and unfettered 

shapes, often adopting bestial traits indicative of their 

untamed spirits and passionate personalities. Fur and 

feathers of many hues adorn their bodies, and the most 

virtuous among them might even transform into the 

celestial beasts that wander the plane in magnificent 

prismatic droves. 

For heavenly petitioners, such transformations 

typically result in gold or silver pieces of armor meshing 

with their bodies in a symbiosis of flesh and celestial 

metal. White wings sprout from the backs of the holiest 

mortals destined for the mountain of Heaven. Depending 

on her station and desires, a petitioner arrives at one 

of Heaven's seven levels, possibly uniting with agents 

of her favored deity or with deceased members of her 

mortal family. 

The mortal souls who come home to Nirvana's graces 

take on the most variable enduring forms. Though 

the gods hold total control over the memories of their 

deceased faithful, and petitioners who don't worship a god 

and are sent to other Outer Planes retain their memories in 

some fashion, petitioners who root themselves in Nirvana 

are allowed to shed the memories of their past lives to 

become blank canvases, so to speak, losing sight of their 

mortal selves either all at once or piece by piece. All are 

welcome to seek sanctuary among the glimmering rivers, 

plains, and mountains of Nirvana, and even the damned 

can find a second chance here if they seek it out. 

The sprawling realms of Elysium, Heaven, and Nirvana 

are rife with both creatures of celestial origin and others 

brought to the goodly Outer Planes long ago by unknown 

forces .  Good fey such as dryads and nymphs frolic with 

the azatas of Elysium, and couatls nest among the peaks 

and crags of Heaven between righteous bouts on the 

Material Plane. Countles s  cayhounds-the descendants 

of Cayden Cailean's own celestial mastiff, Thunder­

roam the fields of Elysium, and Nirvana plays host 

to all manner of phoenixes and simurghs that seek 

enlightenment or tranquility. The smaller creatures that 

populate the good-aligned planes often have no names ,  

but are  birthed from empyreal forces and then set loose 

in flurries of unadulterated, righteous life. 
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llGATHiON_S 
Agathions glory in the freedom of a hawk soaring through 

the sky, the ferocity of a wolf chasing down its prey, and 

the patience of a spider spinning its web. Each agathion 

has the characteristics of a particular type of animal, and 

all have an easy understanding of good and evil, seeing 

goodness  not as a choice but as the only path even worth 

pursuing. Moral decisions come easily to agathions ,  who 

view the delicate scale oflaw and chaos as unimportant in 

the grand scheme of things to come. 

This i s  not to say that agathions remove themselve s 

from mortal conflict-quite the contrary. Agathions 

frequently intervene in outside affairs ,  as their freedom 

from the requirements  of law or chaos makes them 

natural arbiters .  These  bestial outsiders often act as go­

betweens for their more zealous brethren on the other 

planes ,  and frequently draw together azatas and archons 

by exemplifying the shrewd wisdom of the owl and the 

gentle understanding of the doe. Their detachment 

from jurisprudence sometimes makes it difficulty 

for them to understand their more ethically zealous 

kindred, however. 

Agathions have no formal hierarchy, but an individual 

often gravitates to the service of a deity or empyreal lord 

that embodies its animal aspect or personal philosophy. 

For instance, avorals sometimes serve as scouts or spies 

for Ylimancha, and leonals frequently hunt evil in the 

service of Eritrice. A deity or empyreal lord doesn't 

necessarily have to be neutral in regard to law and chaos 

to attract an agathion follower-agathions do good deeds 

wherever they believe such work is  needed. 

When visiting other realms,  agathions prefer 

untouched rural areas ,  such as the Boundles s  Azure 

Ocean of Elysium or Erastil's domain on Heaven, though 

they graciously resign themselves to living in more 

civilized territory if the situation demands it . When 

traveling incognito in the mortal realms, agathions 

often stop at prisons to counsel the condemned, hoping 

to plant the seeds of redemption in those ragged ves sels .  

Created from the souls  of enlightened mortals, agathions 

retain faint memories of what it 's like to grow old and 

face death, though their nigh-unmatched foresight and 

placid demeanors can make it difficult for them to forge 

lasting connections with mortals . 

Agathions inhabit every corner of tranquil Nirvana, 

the plane of unadulterated good. Avorals typically make 

their aeries in the lofty Dragonmane Mountains,  where 

they spend their days soaring through the azure skies ,  

and cetaceals shape their houses out of vivid coral reefs in 

the deepest, coolest waters of the Sea ofNo Shadows. The 

mighty draconals have the most varied and extravagant 

holdings on Nirvana, aside from the resident empyreal 

lords.  Particularly notable draconal domains include the 

Evergreen Palace in the Forest of Whispered Longing 

and the Lignitic Labyrinth beneath the Dreaming 

Sun Volcano. Though all agathions are free to travel 

as they please,  they are also highly aware of their roles 

within Nirvana and serve where they are most needed. 

For example, leonals guard the entrances to Nirvana, 

vulpinals carry messages acros s  Nirvana's plains, and 

draconals might arrive unexpectedly at times and places 

where their enlightenment is sorely needed. 

The sunlit reaches of Nirvana offer not only pure 

goodness ,  but also peace and respite for the souls who 

gather there. Agathions return to Nirvana to revel in 

the innocent beauty of their home, but also to find 

solace from the struggling mortal world. A soul who 

suffers without respite or recourse is the ultimate 

atrocity to agathions.  To these compassionate creatures 

of unparalleled freedom, imprisonment is the worst 

punishment imaginable, and nothing is worse  than 

a mortal soul imprisoned by evil. Agathions see such 

individuals as trapped, unable to follow or even behold 

the course  of good that could redeem their souls. A child 

raised in sin and hopelessness ,  a person corrupted by 

madnes s  or magic, a desperate mortal who turns to evil 

as a last resort-these are the sufferers who draw the 

attention of agathions.  



llN_GELS 
Angels are agents of  good-in some cases the oldest and 

most powerful of such agents-who come from all the 

good-aligned planes to fight against corruption and guide 

the uncertain toward the path of righteousness .  Some 

follow the tenets of law, while others embrace liberty or 

uncertainty, but all are committed to the ideals of justice. 

Angels conform to a unique hierarchy formally known 

as the Triad of Choirs .  The most common angels are the 

two-winged devas, who compose the third choir. The less­

common four-winged planetars form the second choir, 

and the mighty six-winged solars command the lesser 

angels from their position in the first choir. Angels obey 

their internal hierarchy stringently, but also work with 

agathions, archons,  and azatas-and even consort with 

empyreal lords and good-aligned deities-to promote 

goodness throughout the celestial planes and beyond. 

Most angels are formed from the souls of good mortals 

and retain some understanding of the mortal races .  The 

oldest angels, however, were created by the gods of good, 

wrought and trained to serve as celestial guardians and 

servants from their conception. Those "created" angels 

who still exist usually serve the deities who brought them 

into existence, though other, free-roaming elder angels 

also wander the good-aligned planes .  

Most lawful angels hail from Heaven, neutral angels 

from Nirvana, and chaotic angels from Elysium, although 

this pattern isn't set in stone and an individual angel might 

have a personality or philosophy that skews away from its 

plane of birth. This makes for lively debate and diversity 

among the choirs, as two angels of the same choir might 

tackle an is sue in completely different ways. Regardless  

of their plane of origin, angels frequently travel between 

Heaven, Elysium, and Nirvana. Astral devas carry messages 

between these realms, solars directly serve the empyreal 

lords and good deities ,  and other angels perform a host of 

duties essential to the upkeep of the goodly Outer Planes .  

Devas in general prefer to monitor the planes and advise 

mortal agents rather than to confront evil head-on, with 

monadic devas often acting as liaisons between angelkind 

and other races such as genies .  Solars have few limits on 

their behavior, but their motivations are often tied to the 

deities who granted them their awesome power. 

Because they are less  tied to their home planes than other 

celestials, angels fequently build holdings in other realms 

of existence, often in hopes of furthering the goals of the 

virtuous.  The Ethereal Plane makes a convenient crossroads 

for angels traveling to and from the Inner Sphere. A bastion 

called the Ideal Threshold drifts within the Ethereal, hidden 

in the swirling dreams of good mortals and protected 

from scrying and divination by powerful wards. Angels 

passing through the Ethereal Plane stop here to rest, share 

important information, or broker deals with otherworldly 
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beings. The drifting dreams of mortals often inspire angels 

passing through to create phantasmagorical works of art. 

These living sculptures, paintings,  and melodies swirl 

around the Ideal Threshold in an scintillating haze of 

insubstantial monuments ,  colors, and sounds. 

Long known to be the source oflife in the multiverse, the 

Positive Energy Plane also sometimes serves as a gathering 

place for traveling angels. The plane's fiercely burning 

energies are hazardous to all but the most resilient travelers, 

so angels created a safe harbor in a silver-walled castle 

called the Movanic Postern ages ago. This drew the ire of 

the plane's jyoti, who keep a stern eye on the alien angels at 

all times. Within the castle walls stand permanent portals 

to the Elemental Planes ,  and angels visiting those planes via 

the Movanic Pastern often pause there to share information 

with others of their kind. The movanic devas who guard the 

fortress  are notoriously skillful warriors ,  and some angels 

travel here simply to hone their fighting skills .  

Of course, angels have bases of operations on numerous 

other planes ,  including the Blessed Orchard on the Plane of 

Earth and the constantly transforming Olympian Vale in the 

First World. The most powerful solars and, it is whispered, 

even some empyreal lords have constructed their own 

demiplanes elsewhere in the Great Beyond, such as Lady 

Taramyth's glorious River of Nine Fires or the gunmetal 

gray fortress-domain known simply as Nobleforge. 
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llR.CHON..S 
Archons value order, justice, and goodness, and they protect 

the innocent and fight directly against the evil hordes ofthe 

evil Outer Planes .  Although they're creatures of stringent 

orderliness ,  archons arise from the essence of Heaven in 

a relatively organic fashion-typically manifesting by 

the will ofheavenly divinities ,  metamorphosing from the 

souls ofHeaven's petitioners, or simply emerging from the 

pure energies of that celestial realm. 

Archons prefer to preemptively protect and guide mortals 

rather than intervene after corruption takes root. In leading 

souls toward virtue, these righteous harbingers use a subtle 

hand. When confronting fiends, however, archons bring 

the fight directly, and prove to be cunning, honorable, and 

zealous fighters on the fields ofinterplanar war. 

Archons easily organize among themselves ,  and are 

often described as ideal soldiers .  The evolutionary nature 

of arc hons creates a natural hierarchy of power, and each 

type recognizes and gratefully plays to its strengths and 

designated role. Archons have some difficulty working 

with those of a chaotic bent, such as azatas, and instead 

prefer to work with their own kind. When at a los s  for 

which course of action to take, they follow their cues 

from the greatest archons and the lawful empyreal lords, 

authorities they respect with utmost fealty. 

As archons evolve, they take varied shapes to reflect 

their roles and abilities .  Though many take the shapes of 

winged humanoids, others appear animalistic, such as 

hound archons,  or bear the likenesses of celestial objects, 

as lantern archons do. The uninitiated might have trouble 

recognizing archons as a related group at first glance, unlike 

angels or agathions,  who have a more unified appearance. 

Archons hail from the orderly slopes of the mountain 

of Heaven, where they build fortresses that display lovely 

symmetry and solid construction befitting archons' 

disciplined natures .  Such heavenly castles shine as though 

constructed the day before but have the solidity of structures 

that have stood for untold millennia. Surrounding their 

grand structures stretch cultivated farmlands,  tidy little 

towns, and orderly cities .  Theologians claim that Heaven 

is divided into seven regions-or tiers-with each tier 

collectively overseen by some combination of powerful 

archons,  lawful angels ,  and empyreal lords. The exact details 

of the hierarchies of Heaven remain hidden from mortal 

scholars ,  though, save for the first tier, which is generally 

agreed to be the empyreal lord Ragathiel's domain. 

Because archons often bring the fight to the fiendish 

outsiders they seek to vanquish, archon fortresses can 

also be found on other planes .  The Staging Beacon is one 

such fortress ,  located on the outskirts of the tumultuous 

Maelstrom. The castle's heavy stone blocks are engraved 

with glowing silver warding runes,  and its central spire 

emits a constant white glow that blesses and renews the 

spirits of the army garrisoned within. Good creatures 

traveling the Maelstrom's borderlands are often drawn to 

the pure light of the Staging Beacon, but unless  their need 

is dire they are staunchly refused entry. Only those who 

prove their battle prowess and commitment to fighting for 

good are permitted to join the archon soldiers within. 

Archons are most likely to intervene when the forces of 

evil and chaos threaten orderly good. Disorganized coups ,  

mob violence, fiendish interference in mortal realms, and 

random horrific acts are all likely to spark the notice of an 

archon. These celestials are careful in their dealings with 

mortals, however. Though it may be easy for an archon to 

swoop in and do battle with evil, more can be gained by 

mentoring mortals who then take lawful action against 

such evil themselves .  Archons also know that evil agents ,  

particularly demons ,  sometimes use mortals as bait and 

hasty action might result in more harm than good. 

Even in places where large numbers of evil outsiders 

mass ,  archons take only patient and calculated action. 

Archon leaders never send their armies into battle without 

a specific strategic goal in mind-ground must be gained, 

a tactical advantage must be secured, or a powerful general 

must be destroyed in order to draw forth the armies of 

Heaven. Once they march, however, these divine platoons 

are truly a force to be reckoned with. 



Though many celestials consider independence to be an 

obvious facet of righteousness, no outsiders uphold the 

principles of freedom so fervently as azatas. Often associated 

with the good fey of the First World, many azatas take 

similarly whimsical forms, though their grace and wild 

beauty signify their virtue. To their more stolid kin, azatas 

can seem distractible and flighty, but one would be foolish 

to suggest that they are less zealous in the fight against evil. 

The empyreal lords ascended from azatas are a motley 

band. Some take fanciful titles and influence great numbers 

of followers. Others wander alone, leaving trails of mighty 

deeds in their wake. Still others travel in the care of small 

groups of powerful attendants or maintain multiple courts 

on half a dozen planes and demi planes .  

Azatas are likewise fickle in their worship of the empyreal 

lords. Some faithfully follow a single lord through the ages, 

but others pledge their service for only short periods as 

needs dictate. Azatas look up to their favored empyreal lords 

but maintain their independent natures .  They don't lose 

themselves in service, for an azata's spirit is too untamed for 

her to submit unquestioningly to another for long. 

Azatas hail from the wildly beautiful plane of Elysium. 

They make their homes in fantastic structures, from 

heavy silk tents embroidered with spun gemstones to lofty 

bamboo palaces .  Most azatas maintain multiple homes 

and change locations frequently in accordance with their 

shifting alliances within azata society. These alliances­

called courts-center on art, music, philosophy, and 

personal taste, and spring up almost as quickly as they 

dissolve. Though a few permanent courts exist in Elysium, 

their membership changes like the plane's fickle winds. 

The whimsical azatas prefer their native plane to the 

exclusion of all others. When azatas do leave their homes,  

though, they find inspiration in every place save the vile 

fiendish planes .  The primeval and uncivilized First World 

is especially appealing to wandering azatas, and a small 

azata meeting ground called Amberhearth stands near the 

center of the Evergrove. Here, azatas occasionally convene 

to glean inspiration from the unique beauty of the First 

World and to usher new beauty from Elysium into this 

realm and vice versa. Originally a multi-level settlement 

of imperfect wooden rings encircling the forest's trees ,  

Amberhearth has reformed again and again over the years ,  

and every time one visits the place, it  seems to take on a 

new configuration. None can say exactly how or why it 

shifts ,  but Amberhearth has appeared as a town of living 

wood growing up from the forest floor, a network of dim 

grottoes filled with radiant flower beds, and most recently 

a single spire of agate rising as tall as the ancient trees .  

When visiting the Material Plane, azatas are drawn 

to wild areas of primordial majesty, especially those 

unscathed by mortal influence. Large cities draw their 
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attention to a lesser extent, since they are typically the 

home of much creativity and innovation and azatas 

delight in such mortal wonders. Azatas rarely reveal their 

true nature in their travels, but might instead appear as 

mysterious and beautiful patrons and ensconce themselves 

in artists' homes for weeks at a time. 

Azatas' tempers flare when they see oppression and 

tyranny that infringe on individuals' freedoms. When such 

oppression is allowed to flourish, azatas usually interfere 

with a subtle hand. In the guise of mortals, they educate 

and inspire others in order to create a foundation for lasting 

change. To azatas, stepping in directly whenever mortals 

stumble only prevents them from learning to stand back up. 

This is not to say azatas never intervene-when the 

forces of evil make direct strikes against the helpless ,  

azatas recognize that interces sion might be the only 

solution, and their unexpected and zealous strikes against 

evildoers often create enough pandemonium to drive the 

villains away, if not vanquish these foes altogether. Such 

direct interference is rare, though. Azatas recognize that 

mortals show great fortitude and tenacity in defending 

their homes ,  and the celestials toil to ensure such self-. 

preservation remains intact. 
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jJtJwC.;f' ttJ 141(imf?.st ond 6;f'i119 tJ1e-141 C<!I int..tJ CtJ11.se-n51,_s o.s t..c wf1ot 1111cst.. 6e- dcne- . We-;f'e Ci 111tJ;f't..C<! tc eve-;f' {..(iKC. ;;u;f't 
in /!tJ11CtJ;f'dc;11ce1 it wculd tcde untdd 141/lle-1111/C< fr,,€' the 141c,c;9e-;f' 6e-i119 tc J1ec;.f'1 CtJ11te111;;lfit?1 ond /�tJ1tJ111 61<t o 

I' ) sin9le- fi;f'6it;f'(Jt/tJ/11 sc u11;;(J,f'(;lle-le-d is tJ1e- 141t;!J1t tJ tJ1e- ?141jJlj.f'?ul lc;f'd.s cclle-ctive-. tJ1cu9J1t ;;;f'cC-?55 ·  
(!cnCtJ;f'd(i/IC? hos t!/1l':f 6e-e-11 ct;lle-d fi f1tJ11d/ul cl til41es tJ1;f'tJ1<9hcut tJ1e- 11/sttJ;f'y cl tJ1e- l41ultive;f'5e- .  TJ1e- /;lltJwin9 

(i;f'? StJ/41? tJl the� 141tJSt 11ct(i6le- cCCOSitJ/IS /tJ;f' tfti5 Cttllfi6tJ;f'{Jtic11 . 

THE 'DEATH OF AR.ODEN. 
TJ1e- lost (c11cc;f'do11ce- tctJl ;;lc;ce tJve-;f' r; J11<11d;f'ed yc.ci;f'.s c;9c1 di;f'e-ct!y c/te;f' de-otJ1 tJl //.f'tJden. /11.s dc-t;tJ1 wM o 
111otte-;f' /11 tv1f1icJ1 the- e141;;y;f'c.c;I lc;f'd.s tccl 9.f'e-C<t i11te-;f'e-st1 net cnly 6e-Cfi1cse- it shctJl tJ1e e-nti;f'e- 1411,ltive;f'.se in C< 
d;f'0/110t/C ond StJ141?whot fil0,,€'111/119 wCiy1 61<t filStJ 6e-C-Ci1cse- it le-/t o 90;; c/ jJtJtv1?;f' in tJ1e l411<ltive-;f'se- 's jJfi11tJ1e-c11 . The 
?141jJy;f'?(il ltJ;f'ds lne-w t/1(Jt tJ1e- wc;f'5f11;;e-rf'_s tJl // ;f'cde-11 "'JtJt<ld llt�e-d fi /1?1.v de-tty tc t1<;f'11 ttJ 111 the- fi6se-nce- ttl the­
L05t //r:.-lt;11t11 ond the-1; sc119J1t de-s;;e-;f'(Jtt�ly tc e-ns1.1;f't� tl1tJC.. tJ1e-se- lest scrJs wtt1.1I d ntJt 1.vfinde-;f' intc tlit� "''f'iti119 
f1{Jnd5 cl //s/11ttde-us c;f' 5tJl41? tJthe-.f'1 e-ve-11 141tJ;f'? (�ul 9cd tJ;f' 9ttdde-ss . , , 

_;:;;f'tun(Jt?lij1 J'iJ141edfi? tctJl u;; the- 141{J11tle- tJl //.f'cde-n (ind 111(iny cl J11s /!J!ltJ"''?;f'51 (ind J1e-;f' .s1<6se-gl.lent 
CtJ11t;f'16l.lt/cns tc the- /;;f'ce-s cl 9ctJd htiv? 6e-e-n o 9.f'e-ot 6tJtJ/I tc the- ?/11;;y;f'c-til lc;f'ds find tl1e-i;f' tJw/I 9N;/5. Sc/41? 
se-f1ttlfi;f's 51;e-C-1<l(it? thr;t d1<;f'in9 the- d tJ/IC-tJ;f'd(illC-t� the- e-141;;1;,f'e-(;I ltt;f'd.s de-ve-ltJ;;e-d C-l.l nnin9 de-s1911s ttt fi;d in J',g141e-doe- 's 
;f'ise- ttJ t;f'ue 9tJdhtJcd1 6ut s1,e-J1 J1e;f'e-tie-ol t..J1e-c;f'ies o;f'e- ;f'Ci;f'ely ttJle-;f'c;ted {J111c119 t..J1e ;f'ti11ls cf e-elest..io/s .  

U.m.i\.SHTU's R.iSE TO POWER 
Lc119 09tJ1 wf1e11 the de-111c11 lc;f'd Lo111osJ1tu fri{..(illy wct<11ded (1,;f'chomcs (ind ;f'c66e-d tJ1e deity tJf hi5 dtJ111i11ic11 tJve;f' 
6e-ust51 tJ1e ?141jJy;f'e-ol lc;f'd.s J1Mtily e-c11ve11ed tc d1se-1css tJ1e di;f'e- 1110Ue;f'. TJ1tit tJne- cl t/1ei;f' divir1e- ollie.s f1(id /Olle-11 
wOS C-(itcse e-11c1,9h h;f' olfi;f'm1 61<t thot (i de-men ltJ;f'd tJf tJ1e- i11f 11ite- //6yss tv10s o61e- tc ;f'ise- ttJ divinity 6eC-fi1<S? cl 
it wo_s e11c1<9J1 tc inC-ite- 1<Ue;f' ;011/C- . Shc1,ld cne-

. 
de-111tJ11 lc;f'd 6e- e-o;;o61e c/ s1<e-J1 o {e.ot1 tv1f1ot wtJuld stc;; (i /ltJcd tJf 

tJtJ1e-;f'.s-tJf wf1tJ111 the-;f'e- C-c1,ld /eos16ly 6e (111 111{imte- m,1116e-.f'1 6e-C-01<S? tJf tJ1e- endle-s.s 11(1{..u;f'e- tJf the- ;;lr,ne tJll which 
the-y dwell-/.f'c,111 Otf..{i111i119 (i si111ilO;f' st(��icn? This gue-stic11 is tJll? tJ1{it C-tJnt/111A?5 tc 6ctJ1e-;f' tJ1e- _e-m;;y;f'Uil lc;f'ds1 ond 
/11 the- li9/1f tJl this ;f'Uil/t.(ific111 11?w e-//i!;f'ts J1ove- 6e-e-11 m(ide- e-ve-;f' si11C-e- ftJ /11C-it? w(i;f's (i11d i11//9hti119 (i111tJ119 the­
de-111c11.s tJl tJ1e- /f6yss . WJl!l? -5tJ lc;;f' tJ1e-se- s1A6tlt� 111oe-h111(ititJ11s f1(iv? ?{i;f'11e-d tJ1e- .  e-e-le-st/(ils SCl41? e-xt;f'c; time-1 11tJne- a;11 
6t� Sll;f'? lie"') ltJ119 the-i;f' ;f'1<se-s "'Jill lu5t 6e/c;f'e- mtt;f'e- de1M/I lc;f'd.s ;f'ise ttJ te-;f';f'tf/pn9 ;)tJ"'Je-;f'. 

• 

THE OiN.ODAEIDON. 
WJ1e-11 tJ1e- 141':f.ste;f'/tJtc> /T.-<''..>t /!r;e111c11-stJ111etil41?_> C-fille-d the 
0111cdoel41cn- c;f' tJ1e- Lc.f'd tJf the 7erf'.sole11-wM s1y;;;tJ.sedly 
_sf1(iC-lle-d (ind //11;;.f'i.>tJ11e-d 6y J1is 6;f'e-tJ1;f'e-n1 tJ1e- 1r;1A;f' 
/lc;f'.5e,,11e111 /�tJ11C-c;f'dc111e-e wfis J1e-ld tc dtse-1,ss tJl!s _st;f'ti119e 
61,t ;;e;f'J1o;;s 6e11efe-ifil t1,;f'11 cf eve11ts . 7ei wf1/le f)1e- jJtJwe-;f' 
cf f)1e doe-111c11s c11e-e ;f'e-ste-d c11 tJ1e sJ1c1.,lde-rf'.s cf 61<t c11e­
J11,119.f'y1 111oli911rJ11t h;f'e-e1 it the-.f'c-tfte;f' l!:oct1<;f'ed 011d 
se;;(i;f'Oted 1,v1J1e11 tJ1e Ot11tJdoe-111tJ11 6ee-ome- the lfc1,11d /}/nee-. 
/lf tJst e1-11;;y;f'Uil ltJ;f'c/s C-cnside-.f'ed t../ii_s se-his1rr ;l;;tJ"''e-;f' (i 
1tJtJd thin:J1 (i .>1:111 t/1(1t tJ1e- ;;;f'e-e-s tJf //6(lddM "''tJuld 6e­
/l/l(i6le- tc 9(;tJ1e-;f' 1<nde;f' tt/I? 6f;11ne-;f'1 61At ctJ1e;f's /C..(J;f'ed 
tft(it the e-e-le-st/(Jls' ;;.f'c61e-ms ft(id sim;;ly 6e-e-11 1111Altl/;lied 
,f'(Jtf1t�;f' tl1tin divide-d. Cve-n ttJ tl11s d(ly1 tJ1e s1y;e-;f'nr;I 6ein9s 
tJf the- eel esl-1/il ;;l(;ne5 s;;ud stJ/tly wf1e-n ;f'c�f e-.f';f'i119 tc 
tJ1e C-1,;f'se-d 7i"..f.5t b(le141tJ111 1,11_51,;f'e cf whethe;f' J1e /_5 5till {; 

vio61e tJ1;f'e-f;t c;f' J1i_5 jJtJwe-;f' )1(i.> 6ee11 11e-1,t;f'olit-ed /�.f' 9ctJd. 



R.AG.ATHiEL's ASCEflD.AflCE 
7J1ttu9i1 tJ1e stt-cr;lleo' &enetfr;I tt/' Ven9er;nce is nttw ttne tt/' tJ1e 1111tst tfes;;ecteo' C-141,Pl}tfer;I ltttfo's tt/' h'er;ven1 ti11s 
"'1(J5 nttt (;(,,.,,{;':Js the c;r;se . Zt 1,v(iS ttnll/ {;/tetf cent1Atfies {il ntti 1u1llenni(i) ttl tJ1e h(ilfo'evil ;;etf/;tf1111n9 e;;ic dee-o's 
tc 17tfttve- J1is 1-v'ctfth ti1tit {J jJ{JtftiCL,/titfly !e-n9tJ1y Cc11Cctfo'(inCe- wtis i1e-!o' tc o'isc 1_.ss ti1t?· 111(i(;(;e-tf ttf ,Kti9r;tJ1ie-I ,s 
;;ttte-ntitil osce-nsittn ttt e-111;;ytfe-o! /ctfo'sJ1i;; ·  /11cst e-111;;ytfe-o! /ctfo's 09tfe-e-o' t);(it his voltttfctc> (iCts we-tfe- ttf1,!y wtttfti1y 
tt( sue.ii rJn J1ttntttf1 6t.t tJ1e- {r:;ct tiwt i1e- sJ1(itfe-o' 6!tttto' witJ1 l>is;;tite-tf-Lctfo' ttl ti1e- Se-ccno' Loye-tf tt( h'e-!l-ins17itfe-o' 
nc s111till rJ111c1,nt ttf tfe-luctonce- ti111ttn9 tJ1e- ce-!e-stio/1.  Tt i_s soio' ti1M', ;/tfq1.e-tfcs ;;!e-o'9eo' tc wtiUi1 cve-tf ,l!(;9othie-I 
_si1ttu!o' i1t:. jttin ti1e-itf tttfo'etf1 {Jno' it 111rJy J1rJve- 6ee-n this ;;tftt111i_se- thtit Ctt111;;e!!eo' ti1e- e-,;;1;;ytfe-o! !tttfo's ttt til!ttw 
,l.!09oti11e.! inttt tJ1e-itf tfrJ1i./:_s . 

THE SE.ARCH FOR ZOfl- K_UTHOfl 
Ccns ti<Jlt I 1-v'J;e-n She-!yn )s J1(i/f-6tfcti1e-tf (tJ1e-n lnCtJ/l (iS l>c1.-/5tftil) o'e-;;titfte-o' f�c111 lncw/l wctflo' in _5UitfCJ1 ttf 
o'otflne-_s_s; tJ1e- e-111;;ytfe-r;/ /ctfo's Cti!le-o' frtf CttnCtttfo'once- ttt _se-titfC.h fetf tJ1e- 111i_s_sin9 9co'. Ctt1,ntle-ss e-111i_>HJtfie-s cf ti1e­
ce-!e-_stiti/ ;;/tine-s ttfow!e.o' tJ1e. 111 1.ltive.tfse /-ctf tiny _si9n cl J1i111, 6ut it i.> Stiio' titot /1J!t,;cl /51.tte.tf{!y 1-v'((> tJ1e. /itfst 
ttt stl<l'n6!e. c;c;(ttss the. _si1tiUe;feo' fr;€'111 ttf fc;llen l>ttt..-/'l)tftil o'e.e.;; in the. vttio's 6e.twe.e.n ;;/(ine._s . Site. .>t•f-!,Pttse.o'ly 
!e.o' ti1e. newly ;(i_5e.n Zttn-/<;,tJ1ttn 6tic.l ttt SJ1e.lyn st: ti1e. twt: Cttu!o' s;;e.r;J. /Se.cot.se. ttf tJii.51 i1e.;( /'oiti1{t.1 Cttnte.no', 
l>e.snti ,s SJ;(io'c1-v' ncw itc;s c; st;(Oine.o' tfe./r;ticnshi;; w/ti1 SJ1e.l1jn1 tis site. /&els ;;utftiol!y tfe-s;;cnsi6!e. fetf tJ1e. tfi{t thot 
i1os /etfmeo' 6etwee.n ti1e o'wine si6l1n9s . 

THE SEVEN_TH ACCORD 
The 111y,5te.;(ittlc5 Ct:nCtttfo'tinCe. lnttwn 1Jn!y {i,5 tJ1e. Se.ventJ1 11cc1J;fo' is ne.ve.;( _5,Pt'le.n IJ{; tJ11Ju9i1 o!! ;(e.111e.,,11 6e.;( 
the frt.! ni9i1t !Jn whicJ1 tJ1e. Ct'n(efe.nce. "'"(i,5 Cti!le.o'. Cve.n n1J1-v'i c.e.nt1.;(ie._> IJ;( 1111llenmo /c;te.;( (nt'ne. will _50y 
wi1ic.it) 1  1-v'J;e-n cJn e.111;;ytfe-ri/ /1Jtfo' OCC.io'e.ntc;//y Ldte.tf,5 tJ1e- /l(i111e. t:f ti1is OCCu;(se.o' Ct'nCc;(o'finCe1 {i h1csJ1 /;;/{> t:vetf 
e.v?tfljti1in91 ono' the- !t:cse -li;;;;eo' lt:tfo' e-xCtc>e.s i1iJ!t1Se-lf; wJ/(ite.ve-tf 
;;t:ir1t he 1-v'OS ttfl}in9 tc 1410ie. nt: lcn9e-;( cf (iny i111pt:tft . 

011!'/ tJ1e Ci1tfcnicle c/ tJ1e l!19hte.c1As s;;Nifs cl the 
Se-ve-ntJ1 ;!ccctfo' in (iny o't:-t(iil1 tino' eve-n tJ1etfe sevt:-tf(i( 
cl the- 11{J141es h;ve 6ee-n sitficlen /�cm tJ1e- ;;(i<j?.5 witJ1 
i1cl'/ /}tfe- c;( ->111NJtfeo' 6eycno' le9i6il1tlj 1v1tJ1 (in9els ,  
6lcco'. /VcnetJ1eless1 wh{Jt tJ1e  ie.xt sOy5 {J6c1Ai thi5 

1 1Ans;;eolo6le ( cncctfo'once is 5c 61 tis;;i1e./41C1A5 tJ1ot 
141tiny e1u;;'/tfe(il (ctfo's see-1 tJ1e . 6ttttl scle-liJ tc 
o'esttftJij 1i1 5tt thtit ti1e-'/ 111(Jij //ntill't 1,v;;;e- (i(I 
/41C-nticn tt/' tJ1e-itf /;!Al CcnvtJC(Jticn /icm tJ1e­
Ctt!le-ct1ve- lntt"-1le.o'9e- tt/ tJ1e- multwe.tfse- . 

THE TimE lDCK 
7)141? ttfrJve! i5 o 141?55_':! tJ1in91 Orio' 141tJSt cl 
ti1e. e-111;;y;fe.o! /ctfo's 6e.!cn9 tc the. Cti141,P tJ1ot 
6e-lit:-ve.s su cJ1 tfer;lii1j-sJ1r;;;in9 jJtf w?tf sJ1cu Io' net 
6e- w1e-lo'eo' 6y 141c;((;(ils .  h'c1,v?vt:-;(1 net (JI( (i<j;f?e 
thr;t t1111? (;;((ivel 5htJ1A!o' (i{stt 6c� 6titftft:-o' /;;( 
i111mtttftr;/s1 tc ,,.,,hc111 chtfcncltt9iuJ/ 1·11(i(;te-tfs (Jtfe 
tt/ tfelr; tivt:-lij l1Ule. il41/Jtf tfi . Zt is ,,.,,i11s;; e-tft�o' 
titot cne- ;;(JtftiC 1A(titfl1j (JnCient t.�141f!ytfe-r;I 
lctfo'1 wJ1c_5e,. no1ue htis /1Jn9 6ee.n fe;€'9ctten1 
co!!e.o' Ct:ncc;fo'tinC.e s1J111e. ii111e. in ti1e 
;;(Jst tc o'isC!ASS ti1e. ;;;(cs;;ect ttf i1Atfnin9 
6r;c.J the dttcl tc c.J1(in9e tJ1e ;;tfesent 
fetf the 6eUetf. When tJ1e e141;;'/tfeol lctfo's 
Cttnveneo'1 J1c"''evetf1 she "-1((> 9ttne1 lerJv1n9 
6eitino' cnll:J tin O;(Cone. de.vice. cf t.nc/e.r;;( 
,PL•tf17cse. tit tJ1e. !tJC.titi1Jn the. (!cncc;fo'once. w(i,5 
CO//eo'. ;/!! t:f (;)1e. C.141jJljtfMJ/ /c;(c/s wilt: 1-v'e;(e. 
;;tfese.nt ;(e.141e.1416e,.tf ti1e- oncie.nt 111e.111 6e-;( cl theitf 
ctfo'etf wJ1c C(i//e.o' the sttf(in9e. (',cnC.ctfo'(inCe.1 6ut 
e.tich cne. );(iS ccnf!ictin9 5ttJtfi?_5 tfe9otfo'in9 i1e;( nti111e1 
i1etf r1;;;;t�(itf(inCe1 tino' J1etf o'et�o's .  7J1is J1(Js led 1410/llj tc 
6e-l1e-ve- tJ1e-itf 1·11 iss1n9 (J(('/ is lest 1n tJ1e- o'e-;;(;ii,5 cl i1111e--
;;e-;(i1(y;_5 sc111?1,vi1etfe in tJ1e- o'istcJnt ;;(i5(;-(ino' is tfesh(y;in9 tJ1e CtJIAtf-5? 
tt/ i1Jstctf1J (Js tJ1e cele-si;(J/s lncw 1t .  
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f MPYREAL WORSHIP 
N_O ID AT T E R.  T H E  H E i G H T S  O F  P OW E R.  A NJ> G L O RY T O  W H i C H E ID IP Y R.E A L  

L O RD S  R.i S E ,  T H E RE i s  IP E R.H A IP S  NO T H i NG T H E Y  VAL U E  m O R.E T H A N  

ID O R.TAL H E A R.T S .  T H E  D E VO T i O N  O F  T H E S E F R.AG i L E  C R.E AT U R.E S - T H E i R.  

L i V E S  S O  F L E E T i NG C O ID IPA RE D  T O  T H E  L O NG E V i T Y  O F  T H E i R.  E V E RL A S T i NG 

S O U L S - B U O Y S  A ND S U S TA i NS T H E  F O RC E S  O F  G O O D .  I T  i s  D i F F i C U L  T F O R.  

ID O R.TA L S  T O  C O ID IP R.E H E ND T H E  'B R.E V i T Y  O F  T H E i R.  IP H Y S i C A L  E X IP E Ri E NC E S  

A ND T H E  R.i C H NE S S  O F  T H E i R.  RE WA RD S  i N  T H E  C E L E S T i A L  RE A L ID S .  TO 

G i V E  UIP E V E N  A S ID A L L  ID E A S U R.E OF C O ID F O RT, T H E N, is  A S A C Ri F i C E  

WO RT H  T H E  NO T i C E  O F  E ID IP Y R.E A L  L O RD S .  ID Y ST E RY C U L T S  IP R.O V E  T H E  

D E VO T i O N  A ND E NL i G H T E NID E NT O F  ID O RTAL RAC E S  A ND A R.E WO RT H Y  O F  

S U C H  RE W A RD .  

- F R.O m  T H E  CHR.ON.iCLE OF THE RiGHTEOUS, 
" T H E  'B E A R.i NG O F  ffi Y ST E RY C U LT S" 



T 
he empyreal lords despair at the sight of good 

mortals suffering, but recognize that even 

their combined powers could not end all 

misery. Instead, the celestial powers of the good Outer 

Planes content themselves with the benevolent acts of 

their disciples and other good-hearted mortals who 

come to the aid of one another. For while the power of 

the empyreal lords i s  great ,  so  too are the deeds that 

can be accomplished by the individuals who worship 

them. To this end, the empyreal lords constantly seek 

to foster the connection between themselves and their 

mortal worshipers,  and to ensure that the task of sowing 

goodness  falls into as many hands as pos sible . 

WORSHi JPiRG EmJPYREAL lDRD S 
The worship of empyreal lords can be as varied as the lords 

themselves, but commonalities do arise. Most empyreal 

lords prefer recruiting through action and example rather 

than discourse-the devout groups known as mystery cults 

fill this gap by spreading tales of the great deeds done by 

their patrons and drawing curious or impressionable 

individuals into their fold. Mystery cults have two purposes 

in sharing the glory of their patrons . The first, of course, is 

to fill their ranks with new members, and the second is to 

ensure their patron's name and works become well known. 

After all, anyone can turn to an empyreal lord in a time of 

need without belonging to a mystery cult-the more people 

who know about an em pyre al lord and her area of concern, 

the more people may seek her aid when they require it. 

Characters of any class can devote themselves to an 

empyreal lord, but divine spellcasters receive the most 

benefit from doing so. The inside front cover of this book 

lists all ofthe empyreal lords discussed here as well as other 

less  commonly worshiped ones ,  along with their associated 

domains and favored weapons. Empyreal lords beyond 

those listed in this book typically grant their clerics access 

to the Good domain, as well as three additional domains 

in keeping with their alignment, personalities, and areas 

of concern. If you use the subdomains presented in the 

Pathfinder RPG Advanced Player's Guide, clerics of empyreal 

lords gain access to all subdomain options available to them 

from their empyreal lord's domains,  with the exception 

of the following subdomains (which are never granted by 

empyreal lords): Daemon, Decay, Deception, Demon, Devil, 

Inevitable, Murder, Nightmare, Protean, and Undead. 

Clerics: Clerics serve as the leaders of mystery cults 

more often than members of any other clas s .  Clerical cult 

leaders typically take a title related to the honorific of their 

chosen patron. For example, the leader of a mystery cult 

of Ragathiel, General of Vengeance, may term himself 

"Soldier of Vengeance." These titles vary from region to 

region and depend on the size of the mystery cult and 

personalities of the cultists .  

BMPYREAL WORSHIP 

Druids: A number of empyreal lords appeal to druidic 

worshipers .  These druids do not generally organize or 

seek out mystery cults to join, but may gather with other 

faithful in times of great upheaval in the natural world. 

Druids who venerate empyreal lords often see them 

as incarnations of the natural order and not entities 

separate from nature. 

Inquisitors: Inquisitors are most often associated 

with lawful good empyreal lords, but any empyreal lord 

can have inquisitors among her faithful. Inquisitors 

belonging to mystery cults seek out enemies not only 

of the mystery cult but also the general worship of their 

associated empyreal lord. Some inquisitors specially 

train to spot evil infiltrators within their mystery cult. 

Oracles: Oracles who worship empyreal lords usually 

see their curse as a blessing in disguise-a challenge 

meant to refine their spirit and show them hidden 

truths .  Such devout oracles generally act independently, 

but a few may join mystery cults-those who do often 

rise to positions of leadership and attribute their 

successes to their divine visions or insights .  An empyreal 

oracle typically favors the mysteries of battle, heavens, 

life, lore, and nature, but no mystery is barred from 

such oracles .  

Paladins: Paladins lead the military arms of mystery 

cults the world over. Mystery cults lucky enough to count 

several paladins among their ranks sometimes as sign 

each paladin to a different area of concern along with 

zealous soldiers to lead; for example, one paladin may lead 

her troops in direct battle against evil cults ,  while another 

trains an honor guard to protect the mystery cult's leader. 

Paladins most often dedicate themselves to Arqueros, 

Damerrich, Olheon, Ragathiel, or Vildeis .  

Rangers: Rangers often worship the same empyreal lords 

that druids are drawn to, but many also favor empyreal 

lords whose areas of concern include battle or the hunt. 

Rangers may also worship empyreal lords associated with 

the rangers' favored terrain. For example, a ranger whose 

expertise lies within the lush trees of the jungle may 

worship Picoperi. When a ranger joins a mystery cult, he 

often guards wilderness outposts of the cult or patrols 

sacred areas outside of urban centers .  

Non-Divine Classes: Those who aren't divine spellcasters 

may be drawn to an empyreal lord based on the lord's 

areas ofinfluence. Just as laypeople often worship one god 

or another based on the deity's teachings, an individual 

may worship an empyreal lord out of admiration or 

respect for her dogmatic principles .  Barbarians often 

appreciate Valani's primal strength, bards may be drawn 

to Seramaydiel's music, and many goodly wizards respect 

Soralyon's arcane knowledge. As a general rule, though, 

those who are not divine spellcasters receive no additional 

rules advantage for worshiping an empyreal lord. 
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IDYSTERY CULTS 
Worshipers of empyreal lords don't generally construct 

grand temples the way worshipers of most deities do, and 

instead inspire the formation of small bands ofindividuals 

known as mystery cults-collections of mortals who 

worship a particular empyreal lord or some aspect of the 

empyrean. If anything, empyreal lords are more likely to 

have small shrines ,  sacred monuments-monoliths, statues ,  

and the like-or holy sites of natural beauty dedicated to 

them rather than grandiose cathedrals or even chapels. 

The Arvensoar in Magnimar, for example, was originally 

a center of Varisian spiritualism celebrating the celestial 

powers, and is still considered holy by many Varisians. 

Empyreal lords whose areas of concern require the 

coordinated effort of mortals do sometimes have more 

traditional temples .  Falayna and Ragathiel often inspire the 

creation ofknightly orders that require barracks, cathedrals, 

and fortifications,  while mystery cults of Soralyon often 

coordinate to guard sites of powerful magic and build 

chapter houses with attached temples .  Empyreal lords 

without such focuses see no need for large temples and prefer 

that their worshipers build small shrines or dedicate sites 

in their honor instead, leaving more time and freedom for 

the faithful to carry out the works of their patron. 

Mystery cults tend to consist of anywhere from five to 30 

people. In big cities, they may be substantially larger, but 

most congregations are small, personal groupings. They 

tend to organize in one of several common formats, though 

unique mystery cults are certainly possible as well. 

The following section outlines five common mystery cult 

structures ,  the types of members drawn to them, examples 

of empyreal lords typically associated with such cults and 

the domains granted to clerical members, where the cults 

exist, and sample objectives of the cults .  

Cosmic Mystery Cult  
Members astronomers, planar travelers, stargazers, wanderers 

Example Patrons Black Butterfly, Pulura, Sinashakti, Valani 

Associated Domains Air, Darkness, Good, Knowledge, 

Liberation, Magic, Travel, Void1swG, Water 

Locations Absalom, Hyrantam (Sodden Lands), Niswan 

(J almeray), Quantium (Nex) 

Objectives combat extraplanar evils, establish shrines on 

other planes and planets, explore other dimensions, gather 

knowledge on extra planar creatures 

Cosmic mystery cults explore the vast expanses of the planes 

in search of enlightenment and to become closer to their 

celestial patrons. They usually form around the desire to 

explore a particular plane, often a celestial plane associated 

with the cult's patron. From their base of operations on the 

Material Plane, they can send small groups of explorers to 

predetermined areas of their chosen sister plane, filling out 

the exploration team with hired adventurers if necessary. 

Some cosmic mystery cults eschew travel to the good 

Outer Planes in favor of more aggressive practices, such as 

waging war against the denizens of the Abyss. Still other 

mystery cults believe that the teachings of their patron 

encourage exploration into remote, utterly alien 

regions either elsewhere in the multiverse or deep 

in the cosmos of the Material Plane. 

Preternatural Mystery Cult  
Members eccentric spiritualists, naturalists, oracles, witches 

Example Patrons Halcamora, J alaijatali, Lalaci, Tanagaar, 

Tole, Valani 

Associated Domains Air, Animal, Chaos, Destruction, Earth, 

Fire, Good, Plant, Sun, Water, Weather 

Locations Hoarwood Forest ( l rrisen), Mwangi jungle (Mwangi 

Expanse), Southern Fangwood (Nirmathas) 

Objectives heal scarred lands, make war against encroaching 

civilization, protect wild animals and areas 

Preternatural mystery cults are smaller than most mystery 

cults and congregate outside of civilization. While cultists 



dedicated to these orders may enter settlements or even 

temporarily live in cities ,  they usually prefer to spend their 

time in the wild. Preternatural mystery cultists may adopt 

seminomadic practices in their pursuit of enlightenment, 

but they tend to stay within a small geographical area and 

travel in cyclic patterns. 

Members of these cults devote themselves to supporting 

the primal forces of nature as interpreted through the 

worship of empyreal lords. Some cults are passive in their 

worship, safeguarding the land and shepherding travelers 

through the area. Others are more aggressive, fighting 

against the forces of civilization creeping across  the land 

and striking fear into settlers who encroach upon the 

sanctity of the natural world. While the cults are good in 

nature and never hurt or kill innocents ,  their members 

tend to be gruff and straightforward, and do not always 

interact well with civilized people. 

Ra mpant Mystery Cult  
Members combat healers, crusaders, fighters, knights, paladins 

Example Patrons Arqueros, Damerrich, Falayna, Olheon, 

Ragathiel, Tanagaar 

Associated Domains Death, Destruction, Glory, Good, Law, 

Nobility, Protection, Strength, War 

Locations Augustana (Andoran), Nerosyan (Mendev), Vellumis 

(Lastwall), Zimar (Taldor) 

Objectives destroy known operations of evil, protect a 

population through force of arms, secure a strategic location, 

wage war in the name of an empyreal lord 

The frontline fighters of good among mystery cults ,  those 

cultists who subscribe to rampant orders adhere to the 

knightly codes of their patron empyreal lord. Rampant 

mystery cults tend to be substantially larger than most 

mystery cults since waging war against the forces of evil 

typically requires considerable strength in numbers. When 

the wicked openly threaten the powers of good-whether 

in the form of an undead army, a demonic invasion, or some 

other dire force-nearby rampant mystery cults are sure to 

rally in opposition. 

Many rampant mystery cults are structured as knightly 

orders with rigid hierarchies emulating the archons of the 

celestial planes .  Others are aggressive rather than defensive, 

pushing out from their borders and seeking to spread their 

influence over a wider territory so good can flourish. 

Unfettered Mystery Cult  
Members barbarians, druids, fortune-tellers, free-roaming 

rangers, nomads 

Example Patrons Ashava, Chucaro, jaidz, Lalaci, Rowdrosh, 

Sinashakti, Tole 

Associated Domains Air, Chaos, Earth, Good, Liberation, Luck, 

Magic, Repose, Travel 
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Locations Crown of the World, Mwangi jungle (Mwangi Expanse), 

Sanos Forest (Varisia), Vudra, Zho Mountains (Qadira) 

Objectives discover new places, establish shrines in new 

lands, journey to a mythological or sacred place, spread the 

teachings of the cult's patron 

Adopting many of the same capricious practices as azatas, 

unfettered mystery cults travel constantly and thus are 

often smaller than other mystery cults .  Cultists belonging 

to these groups wander from region to region in packs, 

never staying long, and work to promote knowledge of 

their patron in disparate lands the world over. They are 

sometimes pilgrims in search of a place sacred to their 

patron, such as a hidden valley, an ancient monument, 

or a lost city; some seek places that may not even be real. 

But this matters not to unfettered cultists ;  to them, the 

journey matters most. 

Unfettered mystery cults may also include among their 

numbers proselytizers-zealots hoping to teach others 

about their patron and establish shrines wherever they 

go. Most of these mystery cults are respectful and tactful 

when dealing with people of other faiths, but some are 

more heavy-handed in their conversion tactics .  

Vei led Mystery Cult 
Members lore-seekers, the oppressed, rebellious government 

officials, revolutionaries, runaways 

Example Patrons Arshea, Chadali, Eritrice, l rez, Zohls 

Associated Domains Community, Good, Knowledge, 

Liberation, Magic, Protection, Rune, Trickery, War 

Locations Azir (Rahadoum), Egorian (Cheliax), Kerse (Druma), 

Nisroch (Nida I), Ruins of lumen (Osirion) 

Objectives conceal dangerous knowledge, promote religious 

freedom, protect an oppressed class of people, uncover 

ancient lore 

Veiled mystery cults operate in the shadows, either to 

protect themselves or to protect innocents .  Such groups 

often form in oppressed nations where open worship of 

good deities and empyreal lords is forbidden, and these 

cults provide a safe place for devotees of such beings to 

practice worship and for revolutionaries to plot righteous 

campaigns against their oppres sors .  In places where 

worship i s  frowned upon but not legally restricted, veiled 

mystery cults may exist to protect the identities of their 

members, who would otherwise encounter considerable 

public backlash as a result of their faith. 

In addition to protecting the worshipers of goodly 

powers ,  veiled mystery cults also exist to uncover-or 

conceal-ancient knowledge. Some cults seek buried lore 

that could bring glory and goodness  to their cause ;  others 

protect the population from foul lore that was buried for 

a very good reason. 
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SummoNJN_G CELESTiALS 
Mortals of goodly heart and strong character sometimes 

call upon the paragons of good for assistance or divine 

intervention. Though any mortal can pray-and some even 

receive a sign or aid in response-powerful spellcasters are 

capable of summoning celestials to fulfill their requests 

for help. Virtuous summoners have collected and shared 

information on the types of celestials most likely to answer 

such summons and how best to conjure the specific type of 

celestial needed. This information is kept closely guarded 

by those who know it, lest such secrets fall into evil hands. 

Presented on the following pages are the celestial hosts 

best documented by scholars of the divine, as well as the 

secrets of summoning them. Using one of these secret 

methods grants the spellcaster a +2, +4, or +6 bonus on 

Charisma checks made to secure a celestial's aid when 

casting any of the planar bindin.!J spells-the GM should 

determine how large of a bonus best fits her game. Good 

divine spellcasters are more likely to use the planar ally 

spell to call on celestial allies .  In this case, the use of a 

secret method reduces the cost of the celestial's aid by 5%, 

10%, or 20% according to GM discretion. 

Agath i o n s  
The majestic agathions ofNirvana tend t o  prefer offerings 

of art or song, though many also treasure gifts reminiscent 

oftheir wild celestial home. 

Avoral: Avorals are elusive birdlike agathions who act as 

scouts and spies in times of war. Preferred O.fferin.!J: A golden 

birdcage worth at least 50 gp with the door removed. 

Bishop: These fishlike agathions perform their 

celestial duties both on land and in water. Preferred 

O.fferin.!J: A piece of art worth at least 25 gp bearing an 

aquatic motif 

Cervinal: The regal cervinals meet with other celestials 

to ensure that the agathions' voices are heard in matters 

that affect all the good Outer Planes .  Preferred Offerin.!J: 

Three living saplings ,  each one of an exotic type of tree, to 

be planted in fertile earth after the summoning. 

Cetaceal: The graceful and powerful cetaceals protect 

the oceans of the Outer Planes and mortal worlds .  

Preferred O.fferin.!J: Four flasks of  holy water placed at the 

cardinal points of the summoning circle. 

Draconal: Draconals are powerful agathions who act in 

accordance with the wishes of the gods. Preferred Offerin.!J: 

A miniature treasure hoard comprising at least i o o  gp in 

coins, gems worth 200 gp in total, art objects worth 200 

gp in total, and magic items worth 2 ,000 gp in total. 

Leonal: These proud agathion warriors sport lions' 

heads and guard Nirvana's gates .  Preferred Offirin.!J: An 

evil humanoid of at least CR 10 in power, released upon a 

succes sful summoning for the leonal and the summoner 

to jointly battle. 

Silvanshee: These curious agathions appear as graceful 

house cats ,  and they often enjoy roaming the mortal 

planes in search of new and exciting wonders. Preferred 

O.fferin.!J: A morally conflicted individual whom the 

silvanshee can help steer toward goodness .  

Vulpinal: The handsome and friendly vulpinals act as  

the bards of the agathions .  Preferred Offerin.!J: A promise 

to spend at  least i hour telling the vulpinal stories in an 

amusing fashion; at  least one of these stories must be new 

to the vulpinal. 

Angels  
Angels respect the written word as i t  pertains to  the 

efforts of good, and many also revel in the destruction of 

the fiends of the evil Outer Planes .  

Astral Deva: The couriers of  the celestial planes ,  astral 

devas carry mes sages between good deities and empyreal 

lords.  Preferred O.fferin.!J: A roll of fresh, unspoiled 

parchment in a j eweled scroll case worth at least 100 gp. 

Balisse Angel: These angelic beings provide guidance 

to the morally conflicted.  Preferred Offerin.!J: Five copies of 

a holy text, to be distributed to those  in need of guidance 

upon a successful summoning. 



Cassisian: Cas sisians appear as winged helmets 

of various styles and often serve as familiars to good 

spellcasters .  Preferred Offering: A holy text from any good 

religion scribed in silver ink. 

Choral Angel: These small, winged angels possess  

magical voices .  Preferred Offering: A quality performance 

from a good-aligned singer. 

Monadic Deva: These angels monitor the Ethereal 

Plane and the Elemental Planes .  Preferred Offering: A mace 

with a head fashioned into the holy symbol of a good god, 

with a promise to donate the mace to the appropriate 

temple after using it in 33 consecutive battles .  

Movanic Deva: Movanic devas are infantry units in 

celestial armies and serve as emissaries to the Positive, 

Negative, and Material Planes .  Preferred Offering: A pledge 

of at least 250 gp to be donated to a good temple. 

Planetar: Planetars are fierce warriors dedicated to 

destroying evil in all it s forms. Preferred Offering: A sworn 

oath to slay at least six formidable evil outsiders in the 

coming year. If the oath is broken, the summoner agrees 

to serve the planetar unreservedly for 1 year. 

Solar: The most powerful angels ,  solars are warriors,  

trackers,  guardians ,  and sages .  Almost none can stand 

against their divine might. Preferred Offerin13: A neutral or 

evil sentient creature of no less than CR 15, who willingly 

pledges to live a life of piety and to follow the dictums of 

a good-aligned faith, and who you must ensure does so to 

the best of your abilities .  

Archons 
Resolute in  the fight against evil, the stoic archons hold 

mortals who can help bring down their foes in high 

esteem. They believe oaths and promises to be sacred, so  

mortals should be wary of violating them. 

Harbinger Archon: These tiny but devoted archons 

sometimes serve as familiars for worthy spellcasters .  

Preferred Offering: An original parable or  proverb recited 

during the summoning. 

Hound Archon: Hound archons are canine-headed 

celestials who act as both guardians and soldiers .  Preferred 

Offering: A stray dog, rescued from the street and cleaned 

and fed, along with a promise to find a permanent,  safe 

home for the stray after the summoning. 

Lantern Archon: The small but faithful lantern 

archons act as support troops in battle. Preferred Offering: 

A promise to spend 1 hour in conversation with the 

lantern archon after the summoning is complete. 

Legion Archon: Legion archons are foot soldiers 

of Heaven and promoters of peace throughout the 

multiverse.  Preferred Offerin13: A sworn oath to donate at 

least 10 hours of time to a good temple or a mission in the 

next week. If the oath is broken, the summoner agrees to 

serve the legion archon unreservedly for 1 month. 
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Shield Archon: Shield archons are stolid, unshakable 

figures on the battlefield between good and evil. Preferred 

Offering: A tower shield engraved with an image of a 

shield archon, along with a pledge to use the shield in 

every battle for no less than 3 months, after which the 

shield is to be donated to a knightly order. If the oath is 

broken, the summoner agrees to serve the shield archon 

unreservedly for 3 years .  

Spyglass Archon: Spyglass archons are  the sentinels 

and spies of Heaven. Preferred Offering: A piece of military 

intelligence gleaned from an evil army or nation. 

Star Archon: Star archons are the tacticians of heavenly 

armies. Preferred O.fferin13: Detailed strategies of at least three 

influential battles against evil, dictated by the generals 

themselves and obtained without coercion or bribery. 

Trumpet Archon: These archons are mes sengers who 

also lead the armies ofheaven by sounding their magical 

horns. Preferred Offering: A silk battle standard worth at 

least 75 gp. 

Azatas 
The wild-spirited azatas enjoy all manner of whimsical 

offerings ,  and take pleasure in dealing with mortals of an 

equally capricious demeanor. 

Bralani: These azatas enjoy exploration, fierce weather, 

and games of skill. Preferred O.fferin13: Four flasks of some 

valuable material, such as gold, worth at least 25 gp each. 

The flasks contain air, earth, fire, and water in some form. 

Brijidine: Fiery brijidines value art, poetry, and spicy 

delicacies .  Preferred Offering: An exotic and skillful poem 

engraved onto a ruby worth no less than l , o o o  gp. 

Ghaele: Ghaeles are beautiful, knightly warriors who 

zealously attack any manifestation of evil. Preferred 

Offering: A bound evil dragon, evil outsider, or undead 

creature of at least CR 12 ,  released upon the succes s  of the 

summoning for the ghaele and the summoner to battle. 

Lillend: Lillends are lovely, serpentine azatas who 

appreciate music and storytelling. Preferred Offering: 

A promise to spend 1 hour playing music or singing to 

the lillend with some degree of skill, made either by the 

summoner or a willing individual with musical talent. 

Lyrakien: The whimsical lyrakien delight in music and 

travel. Preferred Offering: An original song played or sung 

during the summoning. 

Veranallias: These vine-bodied azatas value the elements 

and seasons . Preferred Offering: Frozen holy water slowly 

melted over conjured fire in a golden brazier worth at least 

2 ,000 gp. 

Yamah: The blue- skinned, winged yamahs take action 

against those who use magic for evil purposes .  Preferred 

Offering: A collection of scrolls with a total combined 

spell level of at least 5th, along with a promise to donate 

the scrolls to a good temple after the summoning. 
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R.iTUALS OF IDORTiRCATiON_ 
While the celestial beings that occupy the good-aligned 

planes smile upon all mortals who seek to do good during 

their lives ,  those whose devotion leads them to perform 

rituals of mortification or self-sacrifice are among some 

empyreal lords' most favored subjects ,  and their acts 

of piety often grant them acces s  to celestial boons and 

otherworldly powers .  

To the uninitiated, rituals of  mortification may seem 

extreme, punitive, or even torturous.  To those  who 

experience the rituals, however, this suffering brings 

them ever closer to the divine. Some who undergo these 

rites believe that they take on the suffering of others,  

thereby saving the weak from pain they are ill equipped 

to handle. Others claim that celestials take no joy in 

seeing the pain of mortals, but appreciate the devotion 

and intent behind the rituals and thus lift the sufferers 

up to great heights after death. From time to time, base 

souls looking for quick route to power may undertake 

rituals of mortification to gain celestial qualities ,  but 

these  shortsighted individuals typically underestimate 

the spiritual duress the rituals cause .  

Rituals of mortification require time and willingness .  

They can be researched in the same way one would 

research a divine spell, and priests of good-aligned 

churches may impart knowledge of specific rituals unto 

individuals who prove their piousnes s .  

Only willing creatures ,  whatever their motives ,  may 

undertake a ritual of mortification in exchange for 

divine power. An evil participant who completes a ritual 

of mortification gains a negative level-the number 

of negative levels imparted stacks with each ritual 

completed. These negative levels remain for as long as 

the ritual is maintained. They never result in actual level 

los s ,  but cannot be overcome in any way while the ritual 

is maintained. 

A creature can instigate a ritual of mortification by 

refraining from eating, drinking, and sleeping for a 

certain number of days (listed in the Time Investment 

line in the individual rituals below). This initial 

investment deals id6 points of nonlethal damage to the 

character performing the ritual at the beginning of each 

day so invested. Should a participant fall unconscious 

during the ritual's time investment period, the ritual 

fails and she must start over from the beginning. 

Once a participant has deprived herself for the 

appropriate number of days, she gains an affliction and a 

benefit for as long as she maintains the ritual. To maintain 

a ritual of mortification, a participant must meditate or 

pray for i hour each day she wishes to undergo the ritual 

(this can be the same time during which a spellcaster 

recovers her daily spells ,  if applicable). A participant 

can maintain a ritual of mortification (and thus gain its 

affliction and benefit) for up to a maximum number of 

days equal to the ritual's initial time investment plus the 

participant's Constitution modifier (minimum i day). 

For example, a participant with a Constitution modifier 

of +2 could maintain a ritual of appetite for up to 4 days .  

Unless otherwise stated, a ritual's effects end immediately 

after the participant fails to maintain the ritual during 

her daily meditation or prayer or when she has undergone 

the ritual for the maximum number of days allowed. The 

effects of a ritual of mortification can also be renounced at 

any time ifthe participant willingly destroys a holy symbol 

ofthe deity or empyreal lord originally invoked during the 

ritual. Doing so deals id6 points ofWisdom damage to the 

participant and could have other effects as well (such as a 

curse) as determined by the GM. A ritual's effects can also 

be lost if the participant acts contrary to the teachings of 

her patron or commits alignment violations. A participant 

who takes the affliction of her ritual lightly or who takes 

great pains to hide the signs ofher affliction may lose the 

benefit of her ritual. 

The following examples of are organized in order 

of the initial time investment required and are merely 

some of the possible rituals of mortification. GMs should 

feel free to design their own rituals based on the ones 

presented here. 

Ritual of Appetite 
You partake in only the scarcest amount of food so that 

your vision remains unclouded and you can be nearer to 

your patron. 

Time Investment: 2 days .  

Affliction: You cannot eat anything but a specially 

restricted diet based on the teachings of your patron. 

You must ingest only enough to survive and thus feel 

perpetually hungry and often weak. If you stay in an inn 

or another person's house,  it 's possible you may offend 

your hosts by refusing to eat the food they offer. You may 

also have to carry your special food with you constantly 

lest you find yourself in an area where your prescribed 

food is not readily available. If you ingest a forbidden 

food, either accidentally or intentionally, you lose your 

status as a participant and must begin the ritual anew. 

You take a -2 penalty on Constitution checks and on 

Fortitude saves against disease and poison. 

Benefit: You gain a +2 sacred bonus on concentration 

checks and on Will saving throws.  

Ritual of Blood 
Offering your blood to  your patron may cause you pain, 

but you can transform your agony into a source ofhealing. 

Time Investment: 3 days .  

Affliction: You begin to bleed and do so continuously 

until the ritual's end. The location of this persi stent 



hemorrhage differs between participants .  Some bleed 

from their tear ducts ,  mouths ,  nostrils ,  or ears ,  while 

others gain phantom wounds that mimic noted injuries 

ascribed to their patron deity or empyreal lord. The 

blood flows continually, but slowly enough that you are 

not leaving oceans of blood in your wake . You take id6 

points  of damage at the start of every day. 

Benefit: Any cure spell you cast heals an additional 2 

points  of damage per die. 

Ritual of Debi l i tation 
Though your empyreal lord has  struck you lame in 

response to  your ritual, your strikes remain true against 

the forces of evil. 

Time Investment: 4 days .  

Affiiction: One of your limbs becomes withered and 

weakened. Ifthe limb is your arm, you take a -2 penalty 

to Strength. If the limb is your leg, your movement 

speed decreases by 5 feet (to a minimum speed of 

5 feet). Oftentimes ,  the skin of your affected / ./ 
limb may change color as well, becoming 

white as marble or red as fire, depending 

on the nature of their patrons .  The sight 

of your afflicted limb may inspire either 

reverence or repugnance. 

Benefit: You gain a +4 sacred bonus 

on attack rolls to hit evil creatures 

and a +4 sacred bonus on caster level 

checks made to overcome the spell 

resistance of evil creatures .  

Ritual  of Possession 
Your body is  no  longer your 

own, but is instead a ves sel 

for some greater force that 

serves your patron's will. 

Time Investment: 7 days .  

Affliction: You invite divine spirits 

to make use of your body for a short period 

of time. Some of these spirits may wish to 

pass on a message, but most simply seek to 

remember the feeling of flesh and blood 

around their e s sence once again. For i hour 

per day, you become senseles s  as a celestial 

spirit inhabits your body. Wilder spirits 

might thrash about in your body and cause 

the uninformed to think you are having 

a fit or seizure. You may utter random 

words or speak in a foreign language while 

possessed, and some may fear you are the 

subject of a demonic posses sion. More 

composed spirits might inhabit 

body so quickly and quietly that 
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your companions may not even notice the change. What 

the spirits do with your body is largely up to them, but 

some unspoken contract keeps these posses sing spirits 

from engaging in actions that would violate your vows 

or alignment. 

You have a cumulative 10% chance each hour after 

waking in the morning to succumb to a posses sing spirit 

for i hour. Your default state during the posses sion is 

being immobile and helples s ,  but your body may move 

around and speak with the spirit's voice at the GM's 

discretion. After i hour, the spirit i s  ejected and your 

likelihood of succumbing to another posses sion is reset 

to io%. 

Benefit: If you can channel energy, you deal or 

heal an additional 2d6 points of damage when you 

channel energy and the DC of the saving throw 

to resist your channel energy ability increases by 

4. If you can't normally channel energy, you gain 

the ability to do so, dealing or healing 2d6 

points of damage each time you do so (DC 

io + i/2 your Hit Dice + your Charisma 

modifier). In both cases, if you choose to 

deal damage with your channeled energy, 

the damage always affects outsiders with 

the evil subtype as well as undead. 

Ritual of Scarificati on 
The scars that you bear pain 

you greatly, but allow you to 

comprehend things that would 

otherwise elude you. 

Time Investment: 5 days. 

Affliction: You develop 

brands ,  bruises ,  or scars 

all over your body. These 

marks often form in the 

shape of your patron's holy 

symbol, but may also take the form of 

celestial runes or some shape that is 

meaningful to you. You suffer continual 

pain from these marks-even lying 

down to sleep is difficult. You take a -2 

penalty on all Strength and Dexterity 

checks and Strength- and Dexterity­

based skill checks .  At least one of these 

marks appears on your face and may be 

disturbing-or inspiring-to those  who 

see you. Covering yourself so that none 

of the marks are visible is considered 

displeasing to your patron. 

Benefit: You gain a +4 sacred bonus 

on Wisdom checks and Wisdom­

, ,,,....,.. .• .,, • .,...,_.- based skill checks .  
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IDYSTERY CULTiST 
Among the most pious worshipers of the empyreal 

lords are those known as mystery cultists. These zealots 

hone their spellcasting powers in honor of their patron 

empyreal lord and dedicate their lives to the teachings of this 

entity. The most powerful and respected mystery cultists 

become leaders of their own mystery cults and use their 

not insignificant resources to further the cause of good. 

Hit Die: d8 

Requ i rements 
To qualify to become a mystery cultist, a character must 

fulfill all of the following criteria: 

Alignment: Any good. 

Feats: Celestial Obedience (see page 5) . 
Language: Celestial. 

Skills: Knowledge (religion) 7 ranks .  

Special: Must worship an empyreal lord. 

Special: Must have been spiritually awakened by the 

presence of a celestial being-either by being rescued 

from the brink of death by a willing good outsider of CR 5 
or greater or by being the recipient of a beneficial spell or 

effect from a celestial being of CR 10 or greater. 

Class Ski l l s  
The mystery cultist's class  skills (and the key ability for 

each skill) are Diplomacy (Cha) , Heal (Wis) , Intimidate 

(Cha) , Knowledge (planes) , Knowledge (religion) , Sense 

Motive (Wis) , and Spellcraft (Int) . 
Skill Ranks at Each Level: 2 + Int modifier. 

Class Features 
All of the following are class features of the mystery cultist 

prestige class .  

Weapon and Armor Proficiency: A mystery cultist 

gains proficiency with all simple weapons and with her 

celestial patron's favored weapon. She gains no additional 

proficiency with armor or shields .  

Spells per Day/Spells Known: At the indicated levels, when 

a new mystery cultist level is gained, the character gains new 

spells per day as if she had also gained a level in a spellcasting 

class she belonged to before taking the prestige class .  She 

does not, however, gain other benefits a character of that 

class would have gained, except for additional spells per day, 

spells known (if she is a spontaneous spellcaster), and an 

increased effective level ofspellcasting. If the character had 

more than one spellcasting class before becoming a mystery 

cultist, she must decide to which class she adds the new 

level for the purposes of determining spells per day. 

Blessed (Ex): Upon a mystery cultist's death, her soul 

appears in the good Outer Planes .  In time, her soul will 

transform into an agathion, angel, archon, or azata. 

If the mystery cultist is successfully resurrected, she may 

immediately gain the answer to any one question as if she had 

cast contact other plane and reached her empyreal lord patron. 

The mystery cultist need not succeed at an Intelligence 

check to avoid a decrease in Intelligence or Charisma. The 

empyreal lord is treated as an "intermediate deity of the 

Outer Planes"-treat any "lie" result as "don't know" instead. 

Obedience (Ex): In order to maintain the abilities granted 

by this prestige class (including all spellcasting abilities 

that have been augmented by this prestige class) , a mystery 

cultist must indulge in a daily obedience to her chosen 

empyreal lord (see page 5). 
Glorious Aura (Su): Starting at 2nd level, a mystery 

cultist can shroud herselfin a glorious aura for i round per 

mystery cultist level. These rounds need not be consecutive. 

Her features radiate with divine beauty, but the force ofher 

presence can be frightening to others. The mystery cultist 

gains a +4 sacred bonus to her Charisma score and radiates 

a 10 -foot aura of terrible awe. Creatures within the aura 

must succeed at a Will save (DC 10 + the mystery cultist's 

class level + the mystery cultist's Charisma modifier) or 

become frightened for id4 rounds.  Regardless  of whether 

the save is succes sful, a creature cannot be affected by a 

mystery cultist's glorious aura more than once in 24 hours .  

This is a fear effect. 



IDYSTERY CULTiST 
Base Attack 

Level Bonus Fort Save Ref Save Will Save 
1 st + O  + O  + O  +1 

2nd +1 +1 +1 +1 

3rd +2 +1 +1 +2 

4th +3 +1 +1 +2 

5th +3 +2 +2 +3 

6th +4 +2 +2 +3 

7th +5 +2 +2 + 4  

8th +6 +3 +3 + 4  

9th +6 +3 +3 + 5  

1 0th +7 +3 +3 + 5  

Celestial Boon: As the mystery cultist gains levels ,  

she gains boons from her celestial patron. The nature 

of the boons varies depending on the mystery cultist's 

chosen empyreal lord. Each empyreal lord grants three 

boons, each more powerful than the last. At 3rd level, 

the mystery cultist gains the first boon. At 6th level, 

she gains the second boon, and at 9th level, she gains the 

third boon. Consult the Celestial Obedience feat on page 5 

and the empyreal lord descriptions in Chapter One for 

details on celestial boons. When a celestial boon grants a 

spell-like ability, the mystery culti st's level for the spell­

like ability equals her total character level. This ability 

allows a mystery cultist to access these boons earlier than 

normal; it does not grant additional uses of the boons 

once the character reaches the necessary Hit Dice to earn 

the boons normally. 

Brand of Healing (Sp): At 4th level, the mystery cultist 

gains the ability to cast heal as a spell-like ability once per 

day. The target of this ability is branded on the forehead 

or another visible area with an incandescent tattoo of the 

holy symbol of the mystery cultist's patron. The holy brand 

lasts for 24 hours before fading. 

Summon Celestial (Sp): Starting at 4th level, a mystery 

cultist can use summon monster VI once per day to conjure 

one lillend, id3 bralanis ,  or id4+i hound archons to serve 

her. At 8th level, the mystery cultist also gains the ability 

to use summon monster VIII once per day to conjure one 

monadic deva, id3 avoral agathions, or id4+i lillends to serve 

her. Mystery cultists who worship a particular empyreal 

lord may be able to summon other good outsiders of equal 

power with this ability (according to GM discretion). 

Fervor {Su): At 5th level, the mystery cultist can enter a 

religious fervor for a number of rounds per day equal to her 

class level, and can enter a fervor or end it as a free action. 

While in this fervor, the mystery cultist gains a +2 sacred 

bonus on all weapon attack and damage rolls ,  DR 5/evil, and 

a +2 bonus to her caster level for the purposes of determining 

the range, duration, and level-dependent effects of spells. 

In addition, her base speed increases by io feet. 

BMPYREAL WORSHIP 

Spells per Day/ 
Special Spells Known 
Blessed, obedience 

Glorious aura + 1 level of existing class 

Celestial boon 1 + 1 level of existing class 

Brand of healing, summon celestial 1 + 1 level of existing class 

Fervor + 1 level of existing class 

Celestial boon 2 + 1 level of existing class 

Incorruptible + 1 level of existing class 

Summon celestial 2 + 1 level of existing class 

Celestial boon 3 + 1 level of existing class 

Sacred haven + 1 level of existing class 

A mystery cultist takes a -4 penalty on Charisma checks 

and Charisma-based skill checks during the fervor and for 

a number of minutes afterward equal to 2 x the number of 

rounds spent in the religious fervor. 

Incorruptible (Su): At 7th level, the mystery cultist gains 

a +2 bonus on saving throws versus disease and poison. If 

the mystery cultist is killed, her body does not decompose, 

but stays pure and whole as if targeted by a permanent 

13entle repose spell. This effectively extends the period in 

which she can be affected by a raise dead spell indefinitely. 

Finally, this ability prevents the mystery cultist from ever 

being transformed into an undead creature by any means 

short of a wish or miracle. 

Sacred Haven (Su): At 10th level, the mystery cultist earns 

a place at the side ofher celestial patron. A room is set aside 

for her at her patron's place of residence on the celestial 

planes (ifher patron has no permanent residence, the room 

stands alone in a quiet spot on the celestial planes). Once per 

day, the mystery cultist can teleport herself and one willing 

creature per mystery cultist level to this sacred haven as per 

plane shift, except she always arrives exactly at the threshold 

of her haven. The room is outfitted with comfortable beds 

for everyone, a small research library, a shrine, and a chest 

or cupboard that functions as a portable hole but that cannot 

be removed from the room. The mystery cultist can teleport 

herself and her allies out of the sacred haven at will, but can 

only return to the spot from which they last left. 

Ex-Mystery Culti sts 
A mystery cultist whose alignment becomes any nongood, or 

who goes against the will ofher patron, loses all class features 

of this prestige class ,  including all spellcasting ability 

enhanced by this class (even ifthat spellcasting ability comes 

from a class that normally does not rely on the approval of a 

divine patron). She cannot thereafter gain levels as a mystery 

cultist until she atones for her deeds (see the atonement spell 

description). This is the only route a mystery cultist can take 

to switch to a different celestial patron-the atonement must 

come from a worshiper ofthe new empyreal lord. 
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CELESTiAL SPELLS 
Celestial beings and those who worship them toil 

constantly to develop new weapons against evil. The 

following spells are most common among worshipers 

of empyreal lords, particularly spellcasting members 

of mystery cults ,  but are not restricted solely to such 

spellcasters .  Often, such spells are passed from mystery 

cultists to goodly allies who perform services for the cult. 

BLOOD OF THE MARTYR 
School necromancy; Level cleric 2, inquisitor 3 

Casting Time 1 standard action 

Components V, 5 
Range medium (10 0 ft. + 10 ft/level) 

Target one living creature 

Duration 1 round/level 

Saving Throw Fortitude negates; Spell Resistance yes 

You cause the target to bleed from every orifice, and her organs 

and blood become suffused with positive energy. If the subject 

fails her Fortitude save, she takes 1d6 points of bleed damage 

per 4 caster levels (to a maximum of 4d6 at 16th level) when 

you cast this spell. Any creature that takes a full-round action 

to sup the blood of the bleeding subject heals a number of hit 

points equal to twice as many as the subject lost that round 

due to the bleed effect. The subject must be willing or helpless 

to sup her blood, which provokes attacks of opportunity. Only 

one creature can be healed in this way per round. The subject 

can lick her own wounds in this way to regain half as many hit 

points as she lost that round. If the bleeding effect is stopped 

or the spell's duration ends, the subject's blood no longer 

heals those who drink it, though in the latter case the subject 

continues to bleed until the bleeding is stopped via magical 

healing or a successful DC 15 Heal check. 

CHARITABLE IMPULSE 
School enchantment (compulsion) [mind-affecting]; Level bard 2, 

cleric 3, sorcerer/wizard 3, witch 3 

Casting Time 1 standard action 

Components V, 5, F/DF (a miniature collection plate) 

Range close (25 ft. + 5 ft./2 levels) 

Target one humanoid creature 

Duration 1 round/level 

Saving Throw Will negates; Spell Resistance yes 

This spell makes a creature more charitable, compelling it to aid 

others rather than use violence. An affected creature practices 

nonviolent combat behaviors according to the following list 

of priorities, beginning with the first priority. The subject 

continues to perform a priority until he can no longer fulfill its 

demands (at which point he moves to the next priority) or until 

the spell ends, whichever comes first. 

1st Priority: Heal injured creatures within 30 feet, beginning 

with the closest creatures and using whatever methods the 

subject has at hand (including potions, spells, and so on). 

2nd Priority: The subject gives his weapon away to the nearest 

creature within 30 feet who will accept it. If no creature accepts 

the weapon, the subject drops the weapon on the ground. 

3rd Priority: Cast beneficial spells and/or use beneficial 

magic items (including potions, wands, and so on) on creatures 

within 30 feet, starting with the closest creatures. 

4th Priority: The subject gives away his non-worn 

possessions-the contents of a backpack or similar item count 

as one item each, as does the container itself-to creatures 

within 30 feet. If no creature accepts the items, the subject 

drops the items on the ground. 

5th Priority: The subject gives away his remaining 

possessions (including his armor, boots, cloak, and so on) to 

creatures within 30 feet. If no creature accepts the items, the 

subject drops them on the ground. 

If the subject fulfills all five priorities, the spell effect ends. 

The subject cannot attack or take attacks of opportunity, but 

can defend himself as normal. If the subject is attacked, the 

spell's effect immediately ends. 

ELEMENTAL ASSESSOR ��������������----
Schoo 1 evocation [acid, cold, electricity, fire]; Level cleric 6, 

sorcerer/wizard 6 

Casting Time 1 standard action 

Components V, 5, M/DF (four needles) 

Range close (25 ft. + 5 ft./2 levels) 

Effect one elemental ray 

Duration 1d 4+1 rounds (see text) 

Saving Throw none; Spell Resistance yes 

Azata champions developed this spell to deal with fiends with 

unknown resistances. A ray of spiraling colors springs from 

your hand and streaks to its target. You must make a successful 

ranged touch attack to hit your target with the ray, which deals 

2d6 points of acid damage, 2d6 points of cold damage, 2d6 

points of electricity damage, and 2d6 points of fire damage. 

The type of energy that does the most points of damage to the 

target then persists, dealing another 4d6 points of that type of 

damage per round for 1d 4 rounds. 

SANCTIFY WEAPONS 
School transmutation; Level cleric 5, paladin 3 

Casting Time 1 standard action 

Components V, S, O F  

Range close (25 ft. + 5 ft./2 levels) 

Area 20-ft.-radius spread 

Duration 1 round/level 

Saving Throw Will negates (harmless, object); Spell 

Resistance yes (harmless, object) 

This spell originated among the armies of Heaven. Choose a 

specific subtype of evil outsider when you cast this spell, such 

as daemon, demon, devil, or div. All manufactured weapons in 

the area of effect bypass the DR of that type of outsider. The 

weapons do not become aligned or change composition. 



SUMMON STAMPEDE 
School conjuration (summoning); Level cleric 6, druid 6, 

summoner 4 

Casting Time 1 round 

Components V, 5, M (piece of fur from a herd animal) 

Range medium (10 0 ft. + 10 ft/level) 

Effect 20-ft.-radius herd of animals 

Duration 1 round/level 

Saving Throw Reflex halves (see text); Spell Resistance no 

You conjure a herd of aurochs or similar herd animal that 

immediately stampedes in the direction you indicate. The herd 

takes up a 20-foot-radius space and moves at a rate of 120 

feet per round in a straight line. Any creatures caught in the 

herd's path take 4d6+9 points of damage that round as they 

are trampled beneath dozens of animals' hooves. A successful 

Reflex save halves this damage. 

If the stampede's path would put it in an obviously 

dangerous area (such as over a cliff or through a fire) or force it 

to move through a solid barrier, the herd stops at the obstacle 

and moves in a new randomly determined direction until it 

reaches another obstacle or the spell's duration ends. 

VINET RAP 
School conjuration; Level cleric 8, druid 8 

Casting Time 10 minutes 

Components V, 5, DF 

Range long ( 4 0 0  ft. + 4 0  ft/level) 

Area radius spread of up to 10 ft/level, 9 0  ft. high 

Duration 1 hour/level (D) 

Saving Throw Reflex negates (see text); Spell Resistance yes 

Vines choked with thorns, blossoms, leaflets, and other floral 

debris burst to life on and around the subject of this spell, 

winding around limbs and armor and making it progressively 

more difficult for the subject to maneuver. When this spell is 

cast, the subject may attempt a Reflex save. Success indicates 

that the vines fail to take root and the spell has no effect. On 

a failed save, the subject's base speed is immediately reduced 

by 5 feet. Each round thereafter, the subject must make 

another successful Reflex save or his speed is reduced by 

another 5 feet. This occurs each round until he is reduced to a 

speed equal to half of what it was before the spell was cast. 

As a full-round action, the subject or an adjacent creature can 

tear the vines off the subject's body, resetting the speed penalty 

to just 5 feet, though the vines continue to grow each round 

thereafter for the spell's duration, requiring additional checks, 

unless it is actually dispelled. The spell's effects can also be 

prematurely ended by dealing at least 20 points of fire damage 

to the subject. When the spell's duration ends or the effect is 

terminated, the vines immediately wilt and the subject's speed 

returns to normal. Regardless of the subject's base speed, the 

vines cannot reduce a creature's speed below 5 feet. 

This spell has additional effects depending on which version 

you cast, chosen when you cast the spell. 

BMPYREAL WORSHIP 

Blessed Thorns: The vines sprout vicious thorns made of 

celestial steel. Each round at the beginning of your turn, the 

subject takes 2d 4 points of damage, plus 1 point of damage for 

each round since the creature last took a full-round action to 

tear the vines off. When you cast this version of the spell, you 

can also choose to make the thorns either cold iron or silver for 

the purposes of overcoming damage reduction. 

Noxious Vines: The vines emit noxious fumes that act as a 

lung and eye irritant. The subject and any creatures adjacent to 

the subject must attempt a DC 15 Fortitude check each round 

at the beginning of their turn. On a failed save, the creatures 

becomes blinded for that round and can't cast spells with 

verbal components. 

Swift Vines: The vines act twice as quickly as normal, 

and slow the creature by 10 feet per round instead of 5 feet 

(though they still can't decrease the creature's speed to less 

than half). In addition, once the creature is slowed to half­

speed, it becomes staggered until the vines are torn off or the 

spell ends. 
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CELESTiAL ITEIDS 
The following items are often found i n  the possession of 

mystery cults ,  or hidden away by evil creatures determined 

to keep these items out of the hands of the good. 

Mortal heroes who dedicate themselves to the cause of 

righteousness  and perform great deeds may receive items 

such as these as gifts from divine emis saries ,  and noble 

families known for their piety often pass down such relics 

from generation to generation. 

ANG EL'S C LAR I O N  PRICE 
23, 4 0 0  GP 

SLOT none CL 5th WEIGHT 1 lb. 

AURA faint conjuration and transmutation 

An angel's clarion is a graceful trumpet 

whose bell unfolds like the petals of 

a flower. These trumpets are usually 

platinum or silver near the mouthpiece, 

transforming to a rose gold at the bell. 

Three times per day when an angel's 

clarion is sounded, it releases a blast 

that sounds like the chiming, resonant 

voices of an angelic choir. Any good­

aligned creatures in a 30 -foot cone emanating from the 

trumpet are washed in positive energy and healed for 3d8+5 

points of damage. This energy only affects good-aligned 

creatures; neutral and evil creatures receive no benefit and 

undead creatures are not harmed. A carpet of flowers springs 

up beneath the 30 -foot cone, growing and blooming in 

seconds. Any evil-aligned creatures within the area of effect 

must succeed at a DC 13 Reflex save or be treated as if in the 

area of an entangle spell. The entangling flowers persist for 

5 minutes. 

CONSTRUCT ION REQU IREMENTS I COST 11,7 0 0  GP 

Craft Wondrous Item, cure serious wounds, entangle, creator 

must worship an empyreal lord 

CHRONICLE OF THE R IGHTEOUS 
SLOT none CL 25th 

AURA overwhelming (all schools) [good] 

PRICE 

WEIGHT 12 lbs. 

The Chronicle of the Righteous 

is the collected records of the 

good Outer Planes as written by 

the exiled angel Tabris, who was 

ordered to catalog the lore of all 

the multiverse but was cast out 

of Heaven for his findings. The 

pages pertaining to the good 

Outer Planes lie within covers of 

beaten precious metals, bedecked with jewels of every color 

and inscribed with celestial iconography. Only a truly reverent 

individual, completely devoted to good, can open the Chronicle 

of the Righteous without an effort of will; for others, a successful 

DC 12 Will save is required to open the book. On a failed save, 

the individual decides she is unworthy of beholding the Chronicle 

and cannot attempt to open the book again for 24 hours. 

The Chronicle of the Righteous is written in Celestial. It 

details the geography of the good-aligned planes, the gods, 

empyreal lords, and celestial creatures who live there, and the 

unadulterated truths of these beings and their acts-truths that 

are sometimes heartening and at other times unsettling. Any 

evil-aligned creature who touches the Chronicle of the Righteous 

gains 1 negative level. This level cannot be restored until the 

character has remained more than 1 O feet away from the book 

for 24 hours. Nongood creatures attempting to read the book 

must succeed at a DC 15 Will save or have their alignment 

permanently take one step toward good. 

A reader who spends 30 days (not necessarily consecutively) 

studying the book receives several benefits. The book contains 

copies of every conjuration (healing) spell and every spell with 

the good descriptor. The user gains a +4 bonus on all Knowledge 

(planes) checks ii she uses the book as a resource (consulting it 

for at least 1 hour regarding a question), and its descriptions of 

the good-aligned planes are so accurate that any teleportation 

travel to or within those planes always brings the caster to the 

exact location desired. 

As long as the book is carried, the user is immediately 

aware of any action that might cause an alignment shift or a 

loss of standing with her deity, as ii she wore a phylactery of 

faithfulness. The Chronicle of the Righteous is also surrounded 

by a permanent zone of truth, and creatures must succeed at 

a DC 15 Will save to tell a lie within 20 feet of the book. The 

bearer of the book casts all good spells as if she were 2 caster 

levels higher and gains a +2 bonus on all Charisma checks 

and Charisma-based skill checks when interacting with good 

creatures. Three times per day, the book can be used to cast 

one of the following spells: banishment, consecrate, greater 

planar binding, holy smite, holy word, sanctify weapons, and 

summon monster VII. Each time the Chronicle of the Righteous 

is referenced or used to cast a spell, there is a 10% chance that 

any empyreal lords on the same plane as the user instantly 

become aware of the book's precise location. 

DESTRUCT ION 

The Chronicle of the Righteous can be destroyed by first bathing 

it in the blood of a fallen empyreal lord who has killed at least 

10 0 good mortals and then burning it in a pit of hellfire. 

EMPYREAL ARMOR PRICE 
10 0, 05 0 GP 

SLOT armor I CL 13th WE IGHT 5 0  lbs. 

AURA strong evocation [fire] 

Legend tells that the first suits of empyreal armor were forged 

from the battered, cast-off breastplates worn by solars in battle. 

These suits were gifted to powerful mortal heroes and have 

since changed hands many times. 



Empyreol armor is made of steel forged so that it reflects a 

golden sheen in the sunlight. This armor functions as a suit of 

+ 3 moderate fortification full plate. In addition, three times per 

day, its wearer can activate a fire shield (warm shield only) that 

lasts for 13 rounds. Any creature attacking the wearer with its 

body or a hand held weapon while the fire shield effect is active 

deals normal damage but takes 1d6+13 points of damage in 

return. Half this damage is fire damage, but the other half 

results directly from divine power and is therefore not subject 

to energy resistance. 

CONSTRUCT ION REQU IREMENTS I COST 5 0,85 0 GP 

Craft Magic Arms and Armor, fire shield, limited wish or miracle 

SPLENDOROUS R I N G  PRICE 
9,9 0 0  GP 

SLOT ring I CL 3rd WE IGHT -

AURA faint illusion 

A splendorous ring is composed of six white and yellow 

gemstones faceted in a platinum band. Three times per day, 

the wearer of a splendorous ring can twist the ring to cloak 

himself in an aura of glory. He appears both radiant and terrible, 

glowing with the might of the heavens. Anyone within 10 feet 

of the ring when ii is activated must succeed at a DC 13 Will 

save or be fascinated by the wearer's form as if affected by 

hypnotic pattern. 2d 4+ 3 Hit Dice worth of creatures are affected 

in this way. 

The fascinating effect of the ring lasts for 3 rounds. During 

that time and for 5 rounds after, the ring's wearer gains a +2 

sacred bonus on any Charisma checks or Charisma-based skill 

checks to influence any good-aligned creatures affected by the 

ring's hypnotic pattern effect, and a -2 penalty on any Charisma 

checks or Charisma-based skill checks to influence any evil­

aligned creatures affected by the hypnotic pattern effect. 

CONSTRUCT ION REQU IREMENTS I COST 4,95 0 GP 

Forge Ring, eagle's splendor, hypnotic pattern, creator must be 

good-aligned 

STAFF O F  W INGS  
SLOT none CL 13th 

AURA strong illusion and transmutation 

PRICE 
59, 4 0 0  GP 

WE IGHT 5 lbs. 

Angels crafted the first staff of wings lo assist their mortal allies 

during a fiendish invasion onto the Material Plane. Copies have 

since been made by secular crafters. A staff of wings is made of 

light birch and topped with a carved pair of angelic wings made 

out of precious stone. This staff produces flight effects, and the 

wielder gains translucent, illusory wings upon casting them. 

Depending on the alignment and chosen patron of the creator, 

BMPYREAL WORSHIP 

these wings may appear draconic, feathery, or prismatic, or may 

have other celestial features. The staff allows the use of the 

following spells: 

Fly (1 charge) 

• Overland flight (2 charges) 

• Moss f/yAPG (3 charges) 

CONSTRUCT ION REQU IREMENTS I COST 29,7 0 0  Gp 

Craft Staff, fly, moss f/yAPG, overland flight, silent image 

STARKN I F E  O F  THE  VO I D  PRICE 
21,324 GP 

SLOT none CL 5th WE IGHT 3 lbs. 

AURA strong illusion and transmutation 

The storknife of the void is a 

weapon designed by devotees of 

Black Butterfly and at one time 

could only be found among the 

faithful of her mystery cults. Over 

time, these weapons fell into the 

hands of those outside the cult, and 

now they crop up in odd places­

sealed vaults, underground treasure caches, the bottom of the 

sea-but always places where there is darkness and stillness. 

The storknife of the void is a + 2 returning storknife. If the 

wielder scores a critical hit against a foe with a storknife of 

the void, it discharges a blindness/deafness spell affecting the 

creature struck. The target must succeed at a DC 14 Fortitude 

save or be struck blind or deaf (as chosen by the wielder of 

the storknife of the void) . If the storknife of the void deals 

more than one critical hit to the same target, the target can 

potentially become both blind and deaf. 

CONSTRUCT ION REQU IREMENTS I COST 10,824 GP 

Craft Magic Arms and Armor, blindness/deafness, telekinesis 

SWO RD O F  VENGEANCE  PRICE 
32,35 0 GP 

SLOT none I CL 9th WE IGHT 8 lbs. 

AURA moderate evocation [good] 

It is said that the empyreal lord Ragathiel's divine soldiers 

wield these golden + 1 holy greatswords in their battles against 

fiends and other evil creatures. Once per day upon successfully 

striking an evil-aligned creature with a sword of vengeance, 

the wielder can cause the sword to emit a 20 -foot-radius burst 

of holy energy. This effect is identical to that of a holy smite 

spell centered on the creature struck, and deals 4d8 points 

of damage to each evil creature in the area (or 9d6 points of 

damage to evil outsiders) and causes each to become blinded 

for 1 round. A successful DC 16 Will save halves the damage and 

negates the blinded effect. Neutral creatures in the area only 

take half damage (reduced to one-quarter on a successful save) 

and are not blinded. 

CONSTRUCT ION REQU IREMENTS I COST 16,35 0 GP 

Craft Magic Arms and Armor, holy smite, creator must be good 



LESSER Em 1PYREAL loRDS 
/vf1JJ?e. e.111;;yJ?e.c;/ !1JJ?o's ?xi_st tJ1cJn 1111Jst 1111J/ftc;{s J?e.olie--e. .  S1J111e. {t-cus IJ/1 tl1e.1J? divine. OL<tie._s (i/10 /f(i/ft:-!y J?e.ce.ive. n1Jtice. IJ/1 
1Jtlte.J? ;;lcine..>1 wJ1ile. 1Jtl1e.;?_s J1(ivC. s1110!!1 s;;e.Ci(i/ii-e.o' se.cts !Jf w1JJ?sJ11;;e.;:_s. TJ1e. {t-!!1Jwin9 (i/fC. 61<t sN11e. !Jf tJ1e-se. !e-sse.J?-
1 /1 IJ w /1 e.111 ;J y J? u; I ! tJ J? tis. 

pe.At1,eus: 7J1e- /!/19?! tJI L19J1t/e.55 (!h(J1116e-1?-s wfJtc.J1e.5 tJv?/f 91JtJO 5Lt6te.J?J?(i/1UJ/1 C/f?O.tu/f?s .  /-11s 5?/fv0/1ts e-x;J/tJ/fi� 
1,;-1oe.!f9/ft!u/1o' tJ/fe.tJ5 i/1 se.r;!fc/1 tJI !t:5t iM1J!e-o'9e- f)/10 hio'o'e-/1 1Jt:/10c�tf's. 

IJe..eAwtAtlS: /!/1 Lt/1/Jtf'C.o'1ctr;6!e. 0/10 e.!usive- (tJ/fO tJl tJ1e. "--'ilo'1 Ct:-(/1Lt/1/1tJ5 ttf'fJve.ls tl1e- /�Re-ste-o' ;;ot/15 t:/ tJ1e-
111dt///?tf'_<;?1 5?Ui/19 /1fJtLt/fM 6f;((i/1C?s ttJ R1gJ1t fi/10 i/1o't.,!9i/19 lti5 fie-Ry ,Pfi_<;_<;itJ/15 . 

l>ate.Agtl,ea: 7J1e. /lfle.s5e-o' /!tte-/1o'u/1t ,_s tJ1e. e.111;;ytf'e-r;l l1JRo' !Jl 6Mt!e.f)e.lo' J1e.rili/19 . C1J11-16fit J1e-r;le-tf'_,, h1J5;J1tr;I (iUe-/1o'(i/1t_s1 
(i/10 /1utf'_<;?S 111rde- t'-(J tJ1e- 6u!i t!f J1e.,{' /;lltJwe-tf'_s1 cill !Jf' wl/!!111 Sw?Ci,{' 0/1 tJO.tJ1 t!f' /1tJ/1vitJl?/1C? .  7J1e-y o'e.fe-/10 tJ1e-1tt.5C-lv?5 Nl 

tJ1e- {ie-ld.5 t!f wO,{' 6t<t will /lift c;Uoc.11 0/10 111fi/1y stJlo'ie.;?_s Re-{ic>e. ttJ st/file. tJttJ5? w?O,{'i/19 />ole./1yOtf'O >5 Oi5ti/1Ctive. to6otf'o'. 
ettlas: Tt i5 _soio' tJ1ot tJ1e- /!6io'i/19 S;;iRe. OC.5i9/1?0 1111J.5t t!f tJ1e. _stJ?t<CtuJ?e._s tJ1ot /11Jw _si{i/10 t!/1 tJ1e- 1111Jl</1t{Ji/1 !Jl /-le.ov?/1. 

/-le. ho_s fi 5,PC.Ciol inte.J?e.5t i/1 61<1lo'in9 o'e.f?/1_5ive. .5ttf't.,Ctu/fe.5, (i/10 1�5 /f?5,PIJ/1.5i61e. f�R the- u;;ie.e.;; tJf' tl1e- /}i1-1-1e. 1/c;llc;ti1Jn. 
lle.11t6atl: /-le.111600 i5 tJ1e. wi_se. 9/fv/1o'/'c;tJ1e.J? wl11J se.e..5 CIJ/1/1C.Cti1Jns 6e.twe.C./1 i/10ivio'uo{5 Ci/10 f;i111ilie.s . /-li5 f�llt!i-v,e-J?s 

te.och t/10.t tJ1e. J?i9ht r1-1c;tc.J1 cc;n c.J?e.ote. o. 1-v'J1de. 9J?e.o.te.J? tJ1ci/1 tJ1e. .>L<111 t!f its ;;c;J?ts . 
ke.//Aaitat: SJ1e- t:/' C6tJ/1 Wi/195 15 the- e-111;;y/fe.tJ! !t:!fo' t:/' 5/Ji?5 (i/10 ste-o.ltk h'e-R o.9e-/1ts u5? 9uile- 0./10 5)1fiOt!«-J 1110.91& 

ttJ i/1/)lt,{'rJte- 6MtttJ/15 tJ/' ?vtl (i/10 6/fi/19 6f;c.J v(J/uo61e- 1/1te-ll19?/1C? .  
ke.ttite.attl: ,1�-;lltJ1J?tf'_<; t!/' ke.itJ1e.olo' 5e-e-i tJut 6/fe.o.thtfdi/19 vi5t05 0/10 /1fJtutf'rJI wtJ/10?/f51 6e.!1t�vi/19 tho.t tJ1e-se- 519ht5 

Re./le-ct tJ1t� 9lt:/fy tJI tJ1e. celt�5tio.I ;;/(i/1?5 · 
k',&/AtJ.: Lf;o'y /!l!-St9ht CfJ/1 tf'NiO o. ;;e,{'.stJ/1 ,5 J11�sttJRy w1tl1 6L1t (J 9lfJ/1C? t/1ttJ l1is eye-51 {J/10 tu;c.J1e-s tltfJt ;/1sti/1Cts O.,{'? tl1e­

;;J?ec.1,,f'stJ;?_s ttJ ttf'Ltth. 
b,e,e/s: Lt!RRts cyi;;e-c;;?_s 05 o 11-10/1 witJ1 o wJ1ite- Ot!9 ,s J1e-c;o'. )li5 o.9e./1ts wcJtch 

t!v?,{' 6e-9_90!?-51 tJ1e- t!tf',P)/0/1?01 (i/10 tJ1e- ,PIJ!Jtf'1 (i/10 ?/1Ct!u,{'09e- tl!t!5C. 1-v'it/1 
CtJ111/t!Ri tt! 91ve- ttJ tJ11Jse less {t-Rt1_,_/1ote- . 

Lgtite.,et/tla: The- Vt!iC.e.le-.5.5 Tio9e-o'y Ci/10 J1e.R ce.!e-.5tiol 09e-/1t.s 
watch t!ve.R 0/10 C.1M5tJle. tJ1e. /.fi9J1te/1?0 .5,Pitf'its !Jf' tJ1e. 

;;Re.1Mi tuJ?e.ly o'e.ce.c;_seo'. 
"1a,e1sit/: CMte-sts1 /�ots tJI st,f'e-/19t/11 {J/10 fJth/e-t1c.s (i/f? 

I 

tJ1e- ;;utf'vt?«-) t:/ fof(i,{'1sJ1i. /-le-,{' /�!ltJ1J?/fs ?/1Ct!u,{'0.9e-� 6tJiste-,{'tJu5 Ct!Ff.1/J?tititJ/1 (J/10 /�i/f 6tJuts . 
/'le.site.A: /\!e-5he-/1 ,_5 f"t!llt!we;?_s O/f? tJ1tJ_se. wht! 

o'e..5i/fe- tt! tu,f'/1 tJ1e-iR live._s O,{'!Jt,/10 0/10 ?Ft-16Roce 
• tl1e. ;;ot/1 t!f li9ht. TJ,e. k1119ht t!f tl1e- Ste-el LosJ1 

111fiy Requ1/fi� the-111 ttJ u/10C./f9t: ;;hys1cr;I Ou/fC.55 
{J/10 o']/!cult t:6e-o'i?/1C.?1 i/1 o p/ft:C?s5 tJ1rJt 
• (.(i/1 t(if? ye-O.;?_s1 6ut tJ1t!5? wltt! Ct!Ft-1? ttJ lti111 

e-ve-/1tuolly /fNiCJ1 tJ1e-i/f CtJve-te-o' (Jtt:m�Ft-1?/lt. 
0Atl/sst1: 7J1e- Stfil wORt Stfit/f tu;c.J1es 

1111Jtf'tols tt! Rise (i6t:v? t?Ff.1/JtfiiitJ/1 (J/10 ttJ 
_st/five {t-J? ;;Revit!tc>ly uni/11Jw11 J1e-i9J1t.s !Jf 
;;e-/f5t!/1ol 5ttf'e-/19tJ1 (i/10 1111Jtf'cility . 
fe.g11te.Atla: ne- Loo'y t!f' tJ1e- /vf c;,{'tyJ?e-o' 

Wt!Ft-16 i5 the- e-111;;yJ?e.c;I l1JJ?o' !Jf c.J1ilo'le-.ss/1e-ss . 
h'e.R 11-11J/ftol {t-llttwe-1?-s tole vtJ1-v,_5 tt! Re-1110i/1 
c.J1ilo'le.551 6e-!ie.vin9 tJ1ot the SCiC.tf'i{ice- t!f 
tJ1e-i/f c.J1il o'6e-tJ,f'i/19 rJ6ility odd_, tt! tJ1e-iR 
J?i9J1te-ttu5/1?S.5 (i/10 ;;RttvC-5 tJ1e.i/f o'e.vtttitt/1. 
/!e.yFt-1?/100 /f?wfi/fd_s J1e-,{' frlltJ1-v,C./?_5 with o'ivi/1? 
,Pt!t1-v,e.;?_s 0/10 ttfte-/1 ,P/ft!vio'e-s 09e-/1t5 tt! e.11160J?i 
t!/1 ;;oJ?ticuloJ?ly 00/19e-Rttus 111is5it!/1S1 i/lttwi/19 
tJ1e-y will leove. /11J o'e-;;e/10?/1t5 6e-J1i/1o'. 

S11t1atl: The- fitile-s_s l>J?o9Mslfiy?R (i/10 his 
/;llt!1J?;?_s o'e-c!cJ/f? "'1(J/f t!/1 evil Otf'fi9t!/1h/1o'. They 

te.r;c.J1 tJtJ1e-,{'5 ttJ l/Lt/1t (i/10 hi! ?vii O,{'f)9tf/1S whil? 
OiOi/19 6?/1?vt!l?/1t t!/1?5 ' 
Sva,et1e-/C.: 7hi5 1Jt�>e- lt!RO t�/1o'le-55ly 5e-e-h ttJ 

1111ptf't!v? tJ1e "'1oys 0/10 "''1J,{'J5 tt/' Civ1!1t--fJti1J/11 wJ1c�tJ1e-J? 
th/fttt,9J1 Re./t:nin9 ttuto'ote.o' ;;J?octice.5 ttR i/1_>,Pi/fi/19 

/1e1J 9e./1C.,{'cJti1J/1S t!J ?vC./f-9/fe-Ot?,{' o'e.e-d_s .  



TlttsaJHe.t: 7J1e. JSl1tf1e. S;;i;fit i.> the- e.m;;i;;fu;I (c;fd cl f1clido1;.s1 ee-!e-6,f'(JtiMs1 (ind 9;fu;t /�(ist_s .  h'e-;f /�llc1,v?;fs 
51;,f'e.od me.;f,f'/me.nt ond wc;fsf11;; whe-;fe-ve.,f' tft?lj .ye. 

Usl!le.,e/a: lf_slyefio 1s not1<;fo/ fr;€'111 i.> tf1ot cf Ci 9iont 6e-ci,f' with 9c!d-st;fuife-d ;fe-d f1<,f'. 7J1e- Soint!y S/1,1116e-;fe-,f' ond 
he-;€' 09e-nt_s tuie-lt 111c;ftci/_s f/t!Jw tc f/L<nt 1v'f1i!e- ,f'e-spe-etin9 tf1e- {i/1/1110/s tf1e-y Jill ond p;fe-se-;fvin9 the- o,f'e-os in wf1ie-J1 the-y 
h1<nt. Tn_sc111nic;es o!sc p;fc;y tc lfslye.;fic; tc 6/e-_ss the-r11 1v'itf1 de.e-p ond ;fe-_stf1<! _s/e.e-p .  

FALLEN_ CELESTiaLS 
/Vet o!! 1v'f1c Mee.nd tc Ci ee-/e-_st/ci/ pc.siticn ,f'e-111c;in in the e111py;feo! /c;fth1 fr'vc,f'. 7J1cse- 1v'f1c f/CivC- 6e-t;foye-d tf1?i;f 
stoticn c,f' 6e-en c1<teost {1?c111 tf1e 9ccd 01,te-;f flone-s o,f'e- ,f'o,f'e-/IJ .spcle-n cf Ci111cng ee-!?st/ci/_s sove- in h1,;f;fied wf1i.spe-;f_s 
c,f' he-;fe.t/e(;I te.xt_s .  The. /;llc1,ving o,f'e- se111e. el tht� 1ucst net(;61t� 6e-ings tc J1(iv? /};l!e-n /}em g,f'(iee-.  

_paatu6ut: WJie-;t /,.s111cde.11s ine1te.d tJ1e. /1,f'st w{J;('.s (i111eng tJ1e. gcd.s tJnd ,f'(Jllie.d his le.glens cf ;fe.6e.l.s (ind t;foitc;ff 
/�c111 01,.,cng tf1? /c;fee-_s cf tf1? ee.!e..sti(il ;;l(Jn?.s1 the. t;f(i1tc;fc11s tJnge.I fl)(itJlt-e.6111 wM tJ111cng tJ1e. //;€'.st tc jcin J11s in/e.,f'n{J/ 
e;f1.<5(ide. .  JJ1e. Lc;fd el JJ1(it WJ1ieh /?/e-_s 1,v(is ;fM;;cnsi6!e- /�;€' (uid1ng tlte /};nee. c/ /J(i,f'Jne._s_/_s /1'e.ndish !e-g/cn_s (J_s 
we.II tJ.s j;;f t;f(i/ning tf1e. ge.ne.,f'(ils /-"/)c,(/t;l1 /!1s;;(ite.;f1 /1-1clce-J11 (Jnd /VIJ66t;_s . .lt 1dJs o!.sc ,5tJ(ilt-e.6u! whc1 1n J11s (J,f';feg(int 
/1�;€'1J1 sle."-) /VIJ66os ond se(;Ue.;fe.d the. hiugl11ng /!ule. ,s (isJ1e.s (Je;fe_s_s tf1e S;;l;nte.;fe.d 11fi/ns el (!ee1Jt11s1 e;fuJt;ng the. 
pe.17e.t1di/ g1c>ts cf _sncw tJ;cit ecnt/m,e. tc J1ci1<nt tJ1ot ,f'e-c;/111 tc tJ1/_s doy.  . 

l>tsl'ate.,e: 7J1e li;f.st king 1v'c;_s cnee. on c;ngd 91/ted witJ1 6c1<nd!e_s_s e;feotivity ond wisdc111 . h'i_> de_s/,f'e- h,f' pcwe,f' 
ond ;ft,/e;('.sJ11p 1 J1cweve.;f1 led )1/1-11 tc /e.t.iv? tJ1e- g!c;f/e_s cf tJ1e- ee-!e-.stio! p!one-_s in c;fde-;f tc jcin /,.s111cde-1,/s dc;;fl fr;t'ee-s 
c;/cngside- !le-oven 1_s cthe-;f de-/C-etc;fs . /Vcw J;e- ;f1.,/e.s tf1e- _se-ecnd !oye-;f cl /ld/1 f!1s1 Os ling c;nd )tii/e-,f'. Tt i.> _sc;id 
tJ1ot />ispr;te-;f ;fetOil'1C-d .SC1MC- tiny spti;fl cf li:J_J1t fies,., f1/_c; t/111? os on e-111p1J;fe-c;/ /c;fd L'fY 1,ntil tJ;e- 61;ftf1 cf J1i.> .scn1 
l109otf1id; c;t tJ1ot 111c111ent tJ;e- light pos.se-d f!?c111 {btf1e-,f' tc eJ;;!d ond left l>ispote-;f t;f1,/IJ e111pty fr;€' o!! ete.;fnity . 

fifaJHJH81f: WJ1e.n tJ1e- 1111,/twe.;fsc� wOs IJCung (ind the- /);fst 1dJ;fs we-,f'e- 1dJge.d 6e.twe-e-n tJ1e. le.g;cns t:l h'e.11 (Jnd the­
gt:t:d Cute.;€' /1(JnC-s1 the. ee.le.st/(il 6e-ing lnc1,vn (is /1-10111111cn 6t�t,f'(i1JC-d fti.> (in;<e.l/e 6;fe-tf1,f'en in /tJvc,f' t:l /!smedt�11s's 
/,f'cn-/}ste-d 1dhJS · Sef1clo;fs tJ;fC- 1,ns11;fe- 1,vJ1e.n e.xoetlij the. e.111;;1J;fC-OI lc;fd c/ ge-1.,,,s ond silve.;f t1,;fne-d (igO;nst tJ1e- gcds 
cl gccdne-ss1 61,t e-ve-n d11;fing )1/s de-se-e-nt intt: e-vil /1-1(immt!J/1 ;fe-ttJine-d f11s 6Ui11t;/1�l /;;fm-{J mtje-st;C- onge-1 "-'itf1 _sle-e-1 
11111se-le-s1 glu;111/ng e-ye-s1 (ind (i e(J_sC-(idC- c/ "-'f11te hor;f. 7J1(Jt /s1 J1e ;f?t(i;ne.d it 11ntil the- /?(iUle cl the T�i11ne SttJ;f1 
in whie-lt tJ1e. /};nee- cf /!(i;flne.ss's /;,f'C-e.s (Jite.111;,te-d tc (iequ1,f'e. the ord el tJ1e. ;;;fcte-ons in tJ1e.1;f wO;f (Jg(i;nst geed. 
Tt wo_s tJ1e-n1 1ycn tJ1e- in/inite 6oU!e./;e!d cf the ll-foe.!.st;fc1111 tJ1ot /1-1011111--lt!Jn 1v'Os 6;fc1,gf1t !cw 6e./;,f'e- Sf;;fe-n,f'oe 1.s 
(inge-1/e J1ests1 (ind /;;€' unteld ee.nt1,;f/C-s J1e. l1ngt�;ft�d tl1e,f't� 6e.{t:,f'e- his esse.ne-e. "-'Os ,f'e-eeve.;fe.d 69 /,s111ede.11s . /Vcw1 
J11s sf1tJUe.;fe.d /;;fm f1M 6e.t�n ;fe.osse-1116le-d /;ft:111 the- stu/l cf h'e-11 ,s th1;fd ltJyt�;f1 C;fe.6us1 1,vJ1e.;fe- f1? se.;fvt�.s (J_s the. 
in/�,f'n(i( v(iult ,s t;f?M1,;f?;f (ind g1,(J;fd/(in-(J /);te- tJ1e- /)il(e.11 (Jngd cl ;f/C-)1e.s J1(is /;und tc J11�> lili11g t;/te-;f {)((. 

Ta6,ets: T(;6;fis1 tJ1e. w(i,f',f'/c,f'-seJ1clo;f whc 1dis t(Jsle.d tc ecl!e.e-t in/;hutJt/cn en ev?,f'IJ ;;tJ;ft cl tf1e m1,ltiv?;fse1 ;fe.t11;fne-d 
tt: h'uiv?n (i/te.,f' ee-nt11,f';e.s cf st;fuggle. (ind s(Je;f;/}ee-. h'1�s 1111nd ond 6cdlJ J1(id 6eth 6e-e-n ,f'(iv(Jge.d 6y h1.s t1111e. ;n the e-vr! 
01<te.;f flrMes. h'ov/n9 .se-e-n tJ1e- g;fe-ote.st J1e-igJ1t.s ond !ewe-st de-ptJ1_s cl tJ;e- 1111,/t/ve-,f'.se.1 6ctJ1 pJ1y.s/C-oll1J ond sp/;f/t1<o!ly1 
7o6;fi_s C-c1,/d nc IM9e.;f de-vcte- )1/111.se-!l tc geed. Thc1,9h pJ1y.>/C-oll1J .still tin Cingd1 To6;fi_s J1e-ws tc ne-ithe.;f geed nc,f' e-vi/1 
ond tc neitJ;e.,f' low nc,f' e-J;cics .  h'e- wO.s lost _se-en !e-oving !leciv?n fr;€' tl1e. City cf /,xis1 1v'J1e;fe it i.s ;f1,111c;fe-d tJ1ot J1e- new 
Jll;s o pe-;f111one-nt hc111e- .  l!e_seti,f'C-J1e-;fs ond se-J1c/o;('.s whc /'e-d il/-t;feote-d c,f' wJ1c de-.spoi;f cl eve.-;€' C-c111p!e-tin9 tJ1e-i,f' wc;fl_s 
_sc111e-ti111e_s p;ftiy ttft 706;€'1.>1 wJ1tft i-5 o!_stft et.i!!ed tJ;e- th;fMie/e;f1 61,t the- wti;f;fitft;f-_se-f1tft!rJ;f dce_s ntftt _se-e-111 ttft J1ec;,f' tJ1e-111 . 

Tlte. WJ,11,ee. Que.e.11s: The._se fr1<;€' /{;!kn c;nge-!_s we-,f'e- 0111cng tJ1c_se- d;fcve-_s cf c;nge.!_s wJ1c jtftined 1fs111cde1</s dio6c!ie-o! 
Cxcd11s1 611t tJ1e.IJ w?;fe- 6e.t,f'(JIJ?d Og(i/n 61; /!smedt�11s (Jnd J11s (J;fe-hde-vils find dule.s1 whe t;fu;te.d tJ1e-111 fJs se.ecnd­
e-loss C-/tit ?ns . /!t�s('ite- tJ1is1 tJ1e. Whc;fe- Que.e.ns hove- wcn tJ1e. dt�vi!s , g;f11dg1ng ;fe-s;;e-et tJ1,f'cugJ1 the-i,f' unq11e.st/eno6le­
IJ;ftJwC-.S.S1 tind J1(ive- oeq1,1;ft�d "-'t:;fsJ11;;e-;('.s tJ1,f'e11gJ1cut the. 11111ltive-;fse- . 

/,;fdt;d Lili; the. end t!Jl .liint:C-�nC-C-; /_s (J m(Jste.;f ;f J1umil/(Jtit:n ond t;fiC-l?;flj (Jnd ;fe-ve-1.s in 111(Jn1('1A((it1ng IHtJ,f't(JI JM{�n; 
whc C-cnsi/t11te. 1,vJ1ot _s)1e. de.ems the. d1mm?;f .>t�x . 

7J1c1,gJ1 _s);e- wM ne-ve.,f' te-eJ;n/C-ci//y on tinge-!1 tJ;e- Whc;fe Q1,ee-n /1-1of1otho!/c;J1 1.s p;fic;f ;fc/e- c;_s c; p.sye-J1cpN11p 1<-5J1e-,f' /;;€' 
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To S E E  T H E m  i s  T O  H E A R.  T H E i R.  'B L E S S i N.G S  A N.D T H E i R.  C U R.S E S ;  i T  i s  T O  

'B E H O L D  T H E i R.  G R.A C E  A S  W E L L  A S  T H E i R.  R.i G H T E O U S  i N.D i G N.AT i O N.. F E W  

H AV E  T H E  F O R.T i T U D E  O R.  T H E  V i R.T U E  T O  'B E H O L D  T H E m  i N.  E A R.N.E S T ­

m O S T O N.LY S E E  IB U T  A S L i V E R.  O F  T H E  G L O R.Y T H AT 'B E L O N.G S  T O  T H O S E  

K..i N.G S  O F  T H E  F i R.m A m E N.T, T H O S E  Q U E E N.S O F  T H E  S O A R.i N.G RE A L m s .  

B U T  I H AV E  H E L D  T H E m  i N.  m Y  G A Z E  F O R.  T i m E  U N.T O L D ,  S U C KL E D  U P O N.  

T H E  S IJ> L E N.D O R.  O F  T H E i R.  U N.S H E AT H E D  V i S AG E S  L i .KE A IB A 'B E  E AG E R.  

T O  'B E  FAT T E N.E D  'B Y  T H E  m i L K.  O F  m Y  m O T H E R.' S  'B R.E A S T.  I H AV E  S E E N.  

T H E  C E L E S T i A L  H O S T S  'B E F O RE ,  A N.D E V E R.  S i N.C E ,  m y  T i m E  H A S  'B E E N.  

m E A S U R.E D  O N.LY 'B Y  T H E  N.U m 'B E R.  O F  S T E 1P S  I m u s T  TA .KE 'B E F O RE I S E E  

T H E m  O N.C E  AG A i N.. 

- F R.O m  T H E  CHR.ON.iCLE OF THE RiGHTEOUS, 
" L E  AV i N. G JP A R.A D  i S E "  



T 
o inspire the ire of celestials ,  one need not 

commit the heinous evils of genocidal despots or 

maniacal sociopaths. The burden of punishing 

the wicked and inspiring the good is undertaken by all of 

the good-aligned planes '  celestial denizens, allowing evil 

to be vanquished as soon as it spotted. Many celestials 

believe that mortals are best treated like animals in this 

regard-punishment should be swift and immediate to 

ensure the les son takes hold. 

This i s  not to say that all celestials are quick to act in 

the face of evil, of course .  Some instead seek to delay their 

teachings until the mortal soil is  rich enough that the 

seeds of redemption can take root. Sometimes ,  a pupil 

must fall to the depths of ignorance before he is willing 

to learn. To this end, numerous stations exist within the 

hierarchies of the good Outer Planes to ensure that as 

many of the lost as pos sible can find salvation. While 

it may be too late for demons and other denizens of the 

evil Outer Planes ,  such is not the case for the souls that 

wander the Material Plane, and thus it is here that many 

celestials focus their attention. 

The following tables list the celestial creatures already 

detailed in other Pathfinder books, and are organized by 

paragon type and relative level of power. The subsequent 

pages of this chapter include five new denizens of the 

good-aligned planes .  

C R  Agathion Source 
2 S i l van shee Bestiary 2 21 

4 B i shop  Pathfinder Adventure 
Path #61 80 

6 Vul p i n a l  Bestiary 2 2 2  

9 Avora l Bestiary 2 1 6  

1 2  Leona I Bestiary 2 2 0  

1 5  Cetacea l Bestiary 2 1 7  

1 7  Cerv i na l Page  5 8  

2 0  Dracona l  Bestiary 2 1 8  

C R  Angel Source 
2 Cass i s i an  Bestiary 2 2 6  

6 Chora l Page  60 

8 Ba l i sse Page  5 9  

1 0  Movan ic  deva Bestiary 2 2 8  

1 2  Mona d ic d eva Bestiary 2 27 

1 4  A stra l d eva Bestiary 1 0  

1 6  P l anetar Bestiary 11 

23 So l a r  Bestiary 1 2  

C R  Arch on Source 
2 Harb i nger archon  Bestiary 3 1 8  

2 La ntern archon  Bestiary 2 0  

3 Spyg lass  archon  Page  61 

4 H ound  archon Bestiary 1 9  

7 

1 0  

1 4  

1 9  

CR 
2 

5 

6 

7 

1 3  

1 7  

2 0  

THE CELEUIAL ttoux 

Celest ials  i n  Combat 
Legends and myths usually depict celestial beings in conflict 

with devils, demons, and other fiendish foes, but in truth, 

goodly outsiders do not spend all-or even most-of their 

time combating these base monsters. Indeed, evil exists 

in many forms, and while the denizens of the evil Outer 

Planes may be the most obvious embodiment, celestials 

take on all kinds powers that seek to foil the efforts of good. 

Chromatic dragons, legendary evils such as jabberwocks, 

and dangerous undead such as l iches or tzitzimitls a l l  may 

face the wrath of a celestial at some point. 

Because most PCs share many of the same motives or 

goals as celestials-or at the very least do not wittingly 

participate in overtly evil activities-it is entirely possible 

that a given crew of adventurers will never run afoul of a 

celestial or have to fight such a holy being. In this case, 

stat blocks and rules for agathions, angels, archons, and 

azatas are more useful to the GM if the PCs are seeking the 

aid of a celestial in their own fights or if the PCs encounter 

a celestial in a nonconfrontational manner. Celestials can 

be invaluable allies for worthy PCs, while PCs may be 

able to help celestials accomplish their objectives on the 

Material Plane. 

Of course, characters need not be wholly evil in order to 

garner unwanted attention from agents of the empyreal. 

Sometimes they are tricked into doing misdeeds, or they 

don't realize the dire consequences of what they believed 

was a noble act. Celestial foes can be introduced during 

key plot points to show the PCs that they may have 

unintentionally run afoul somewhere down the line or that 

their previous indiscretions haven't gone unnoticed. Even 

careless (but not necessarily vile) PCs who have managed 

to dodge good law enforcers so far may need the push of 

a potentially violent angel in order to realize the error of 

their selfish ways. 

Leg i o n  archon  Bestiary 3 1 9  

Sh ie l d  archon Bestiary 2 31  

Trumpet archon  Bestiary 21 

Star archon  Bestiary 2 32 

Azata Source 
Lyra k ien Bestiary 2 3 8  

Yam a h  Pathfinder Campaign 
Setting: Magnimar, City 
of Monuments 63 

Bra l a n i  Bestiary 2 4  

L i l  l e nd  Bestiary 26 

G hae le  Bestiary 2 5  

Brij i d i ne Bestiary 2 3 7  

Vera na l l i a  Page  62 
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llGATHiON_, CERViN_AL 
Stately antlers emerIJe from the crown of this imposinIJ man's 

bald head. Tufts of fur jut from elsewhere on his upper body, 

while his lower half is entirely that of a reIJal elk. 

CERVINAL 
XP 1 02,400 
NG Large outsider (agathion, extraplanar, good) 

lnit +S; Senses darkvision 60 ft. , detect scrying, low-light 

vision, see invisibility; Perception +31 

DEFENSE 

AC 32, touch 15, flat-footed 26 (+5 Dex, +1 dodge, +17 natural, 

-1 size) 

hp 283 (21d10+168) 

Fort +20, Ref +14, Will +19; +4 vs. poison 

DR 10/evil and silver; Immune electricity, petrification; Resist 

cold 1 O, sonic 1 O; SR 28 

OFFENSE 

Speed 30 ft.; gallop 

Melee 2 hooves +25 (2d6+5), 2 slams +30 (1d6+10) 

Ranged +3 composite longbow +29/+24/+19/+14 (1d8+13/x3) 

Space 1 O ft.; Reach 5 ft. 

Special Attacks powerful charge (gore, 2d8+ 15 plus stagger) 

Spell-Like Abilities (CL 20th; concentration +24) 

Constant-detect scrying, see invisibility, speak with animals 

At wi l l-discern lies, freedom of movement, greater 

teleport (self plus so lbs. of objects only), invisibility 

purge, light, message 

5/day-cloiroudience/cloirvoyonce, cure critical wounds, 

dismissal (DC 18), dispel magic 

3/day-breoth of life, moss bull's strength, plane shift (DC 19) 

1/day-discern location, greater scrying 

STATISTICS 

Str 31, Dex 20, Con 26, Int 19, Wis 24, Cha 19 

Base Atk +21; CMB +32; CMD 48  (52 vs. trip) 

Feats Combat Casting, Combat Reflexes, Critical Focus, Dodge, 

Improved Natural Attack (slams), Lightning Reflexes, 

Mobility, Point-Blank Shot, Precise Shot, Rapid Shot, Weapon 

Focus (composite longbow) 

Skills Acrobatics +29, Climb +31, Diplomacy +28, Intimidate +25, 

Knowledge (arcana) +28, Knowledge (nature) +28, Knowledge 

(planes) +28, Perception +31, Stealth +25, Survival +28 

Languages Celestial, Draconic, Infernal; speak with animals, 

truespeech 

SQ lay on hands (10d6, 14/day, as a 20th-level paladin), 

undersized weapons 

ECOLOGY 

Environment any (Nirvana) 

Organization solitary, collective (2-3), or herd ( 4-6) 

Treasure double (+3 composite longbow, other treasure) 

SPECIAL ABILITIES 

Gallop (Ex) When a cervinal uses a full-round action to run, it 

may move up to six times its speed. 

Stagger (Ex) Any creature that takes damage from a cervinal's 

powerful charge attack must succeed at a DC 28 Fortitude save 

or be staggered for 1 round. The save DC is Constitution-based. 

Sometimes termed the "knights" of the agathions ,  

cervinals have gained a reputation throughout the 

Outer Planes for their battle prowess ,  noble natures ,  and 

admirable wisdom. They stand almost 11 feet tall with 

magnificent racks of antlers 4 feet acros s ,  and weigh over 

2 , 0 0 0  pounds .  

Cervinals manifest from the souls of good leaders ,  

including military officers ,  regents ,  and church officials .  

In the good-aligned planes ,  they most often serve as 

generals in battles against fiends,  but they also develop 

strategies to combat everyday evil in the multiverse, secure 

evil artifacts ,  and coordinate efforts between agathions 

and other celestial races .  



llN_GEL, H�.LiSSE 
This celestial bein.!J's body is obscured by darkness, but its .Blorious 

win.!JS .!Jlow brilliantly around it, outlinin.B the silhouette ef a stern 

individual with shinin.Byellow eyes. 

BALISSE ANGEL  
XP 4,800 
NG Medium outsider (angel, extraplanar, good) 

lnit +6; Senses darkvision 60 ft., detect evil; Perception +16 

Aura protective aura 

DEFENSE 

AC 21, touch 13, flat-footed 18 (+2 Dex, +1 dodge, +8 natural; 

+4 deflection vs. evi I )  

hp 95 (10d10+4 0) 

Fort +11, Ref +7, Will +10; +4 vs. poison, +4 resistance vs. evil 

DR 10/evil; Immune acid, cold, petrification; Resist electricity 10, 

fire 10; SR 19 

OFFENSE 

Speed 4 0  ft., fly 60 ft. (good) 

Melee +1 flaming heavy mace +14/+9 (1d8+4) 

Special Attacks brand of the impenitent 

Spell-Like Abilities (CL 10th; concentration +14) 

Constant-detect evil 

At will-aid, dispel evil (DC 19), dispel magic, holy smite (DC 18), 

invisibility (self only), plane shift (DC 20), remove curse, 

remove disease, remove fear 

3/day-cure serious wounds, hold person (DC 16) 

1/day-otonement, mark of justice 

STATISTICS 

Str 17, Dex 15, Con 18, Int 13, Wis 16, Cha 18 

Base Atk +10; CMB +13; CMD 26 

Feats Dodge, Improved Initiative, Lightning Reflexes, Mobility, 

Power Attack 

Skills Acrobatics +15, Diplomacy +17, Fly +19, Knowledge 

(planes) +14, Knowledge (religion) +14, Perception +16, 

Sense Motive + 16 

Languages Celestial, Draconic, Infernal; truespeech 

ECOLOGY 

Environment any good-aligned plane 

Organization solitary 

Treasure double (+1 flaming heavy mace, other treasure) 

SPECIAL ABILITIES 

Brand of the Impenitent (Su) Three times per day, a balisse 

angel can brand a judged individual within 30 feet. The 

target must succeed at a DC 19 Will save or be branded with 

a painless, glowing icon on its chest-usually the holy symbol 

of the deity or empyreal lord the balisse angel serves. This 

brand lasts for a number of days equal to the balisse angel's 

Hit Dice (10 days for most balisse angels). Anyone who attacks 

the branded target gains a +2 sacred bonus on weapon attack 

and damage rolls and a +2 sacred bonus on caster level checks 

to overcome the target's spell resistance. The save DC is 

Charisma-based. 
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Balisse angels, sometimes called confessor angels, appear 

to good individuals on the horns ofa moral dilemma or to 

those experiencing a crisis of faith. They prefer to guide 

individuals to their own moral decisions rather than order 

them to conform to a specific ideal of good. 

Balisse angels form from the spirits of individuals who 

have committed evil acts but later are redeemed and die 

while living an exemplary, moral life. Though balisse angels 

do not usually remember their mortal years ,  they retain a 

strong belie fin the power of mentoring and salvation. 

The role of confes sor is a solitary one. Balis se  angels 

rarely interact with their own kind and cherish every 

minute they are able to spend on the celestial planes .  

Some balis se  angels form long-lasting bonds with the 

people they have helped; between missions they may 

travel to visit their old succes s  stories .  Often a balis se  

angel leaves a mortal just as the mortal is beginning to 

appreciate the angel's company. Reunions are  rare, but 

cherished all the more because of their scarcity. 

The average balis se  angel stands 7 feet tall and weighs 

200 pounds ;  its powerful wings make up the majority of 

this weight.  
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llN_GEL, CHOR.AL 
This celestial looks like a miniature human wearin3 a lon3, sheer 

robe that matches her broad, platinum win3s. Her silver hair 

slowly ripples throunh the air ef its own volition, hi3hli3htin3 

the an3el's serene expression. 

CHORAL ANGEL  
XP 2,400 
NG Small outsider (angel, extraplanar, good) 
lnit +7; Senses darkvision 60 ft., detect evil; Perception +16 

Aura protective aura ���������������� 
DEFENSE 

AC 19, touch 14, flat-footed 16 (+3 Dex, 

+5 natural, +1 size) 
hp 68 (8d10+24) 
Fort +6, Ref +9, Will +9; +4 vs. poison, 

+4 resistance vs. evil 

DR 5/evil; Immune acid, cold, petrification; 

Resist electricity 10, fire 10; SR 17 

OFFENSE 

Speed 4 0  ft. , fly 60 ft. (good) 
Melee slam +10 (1d3+1) 
Ranged piercing hymn +12 (2d6 sonic 

plus deafen) 
Special Attacks countersong, harmonize 

Spell-Like Abilities (CL 8th; 

concentration +11) 
Constant-detect evil 

At will-aid, dispel 

evil (DC 18) , dispel magic, ghost 

sound (DC 13) , invisibility (self 

only) , plane shift (DC 18) , remove 

curse, remove disease, remove fear 

3/day-cure moderate wounds, sculpt 

sound (DC 16) , sound burst (DC 15) 
STATISTICS 

Str 13, Dex 16, Con 15, Int 16, Wis 16, Cha 17 

Base Atk +8; CMB +8; CMD 21 

Feats Alertness, Great Fortitude, Improved 

Initiative, Toughness 

Skills Acrobatics +14, Diplomacy +14, Escape 

Artist +11, Fly +20, Knowledge (planes) +14, 

Knowledge (religion) +14, Perception +16, 

Perform (sing) +14, Sense Motive +16 

Languages Celestial, Draconic, Infernal; 

truespeech 

ECOLOGY 

Environment any good-aligned plane 

Organization solitary, duet, or ensemble (3-8) 
Treasure standard 

SPECIAL ABILIT IES 

Countersong (Su) A choral angel can 

attempt a Perform (sing) check to 

counter magic effects that depend on sound. This ability 

functions as the bard ability of the same name. 

Harmonize (Sp) When choral angels work together, they 

can use their complementary voices to create mystical 

harmonies. Two or more choral angels within 60 feet of 

one another can use calm emotions or heroism as a spell­

like ability, four or more choral angels can use shout, and 

six or more choral angels can use greater heroism or holy 

word. Only the choral angel who actually uses the spell-like 

ability in question must take a standard action to achieve 

this effect-the other choral angels need only take swift 

actions during the same round. 

Piercing Hymn (Su) As a standard action, a choral angel can 

launch a concentrated blast of sonic energy from its mouth. 

This attack has a range of 9 0  feet with no range increment. 

Any creature struck by a choral angel's piercing hymn must 

succeed at a DC 17 Fortitude save or be deafened for 1d 4 

minutes. The save DC is Charisma-based. 

Choral angels are vocali sts of unparalleled talent ,  and 

their singing fill the halls of good deities with soaring 

hymns and solemn chants .  They manifest from the souls 

of the pious dead who posses sed exceptional musical 

talent and pure spirits in life .  Sometimes ,  mortals who 

did not pos se s s  musical talent but instead held a deep 

and abiding appreciation for the arts are gifted with this 

form upon ascending to the good-aligned planes after 

death. While choral angels are not soldiers and prefer 

to avoid combat, which many of their angelic brethren 

relish, these  celestials can defend themselves with 

their pui s sant voices when need be, creating powerful 

magical effects that resonate with the purity in their 

hearts to overcome foes .  

Choral angels sometimes support astral devas in  

their duties by  visiting the  Material Plane bearing 

mes sages for mortals .  These  mes sages are inevitably 

good in nature, and it is a joyous event when a choral 

angel appears to a mortal. If the celestials expect danger 

or opposition during their visit ,  they travel in groups 

called ensembles ,  and use  their harmonizing voices 

to spread the word of their patron as well as to bolster 

their allies in battle. If  particularly vexed or pressed,  an 

ensemble of choral angels can use their harmonies  to 

devastating effect, obliterating their foes with powerful 

chants  drawn from Elysium or hymns dedicated to the 

powers ofHeaven. 

Most choral angels stand only 3 - 1/2 feet tall, and their 

svelte frames weigh a meager 40 pounds .  Their hair 

i s  always of a metallic sheen resembling that of rare 

natural minerals and ores such as platinum, gold, and 

silver, though some of the oldest choral angels pos se s  

hair that glimmers perpetually like emeralds ,  sapphires,  

or diamonds .  



llR.CHON._, SJPYGLA.SS 
The movements of this black-skinned humanoid are unnaturally 

quiet, clearly belon.fjin.fj to one used to slinkin.fj unseen and 

unheard throu9h dark places. Ebon win.fJS and a matchin.9 mask 

complete this fi.fJure's stealthy appearance. 

SPYGLASS ARCHON 
XP 800 
LG Medium outsider (archon, extraplanar, good, lawful) 

lnit +2; Senses darkvision 60 ft. , detect evil, hone senses, low­

light vision; Perception +7 

Aura aura of menace (DC 13), magic circle against evil 

DEFENSE 

AC 15, touch 12, flat-footed 13 (+2 armor, +2 Dex, +1 natural) 

hp 26 ( 4d10+4) 

Fort +2, Ref +6, Will +4; +4 vs. poison 

DR 5/evil; Immune electricity, petrification; SR 14 

OFFENSE 

Speed 4 0  ft., fly 4 0  ft. (good) 

Melee mwk longsword +S (1d8+2/19-20), mwk short sword +S 

(1d6+1/19-20) 

Ranged shortbow +6 (1d6/x3) 

Special Attacks sneak attack +1d6 

Spell-Like Abilities (CL 4th; concentration +3) 

Constant-detect evil, magic circle against evil 

At will-aid, continual flame, greater teleport (self plus 5 0  lbs. 

of objects only), message 

3/day-darkness, entropic shield, undetectable alignment 

STATISTICS 

Str 14, Dex 15, Con 12, Int 13, Wis 10, Cha 9 

Base Atk +4; CMB +6; CMD 18 

Feats Skill Focus (Stealth), Two-Weapon Fighting 

Skills Acrobatics +9, Bluff +6, Fly +13, Knowledge (planes) +8, 

Perception +7, Sense Motive +7, Stealth +12 

Languages Celestial, Draconic, Infernal; truespeech 

ECOLOGY 

Environment any (Heaven) 

Organization solitary or pair 

Treasure standard (mwk longsword, mwk short sword, 

shortbow, leather armor, other treasure) 

SPECIAL ABILITIES 

Hone Senses (Su) Three times per day, a spyglass archon can 

concentrate its attention as a swift action. For a number of 

rounds equal to its Hit Dice ( 4  for most spyglass archons), the 

range of the spyglass archon's darkvision is doubled, it gains 

a +6 bonus on Perception checks, and it gains blindsense out 

to a range of 15 feet. 

Spyglas s  archons act as spies in the interests of Heaven. 

Though as lawful as any of their kin, spyglass archons 

use guile and stealth to uncover evil's plans and bring 

reports back to Heaven. Unlike hound archons ,  who act 

more as military scouts and sentinels ,  spyglass  archons 
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infiltrate enemy strongholds and observe agents of evil 

from scarcely an arm's -breadth away. 

Spyglas s  archons believe in law as strongly as they do 

in good, and are careful to act lawfully in their search 

for information. In places where law forbids a spyglass  

archon from entering a building and eavesdropping, it 

may hide in the shadows of public areas or conceal itself 

near windows to watch for evidence of evildoing. Once an 

archon has sufficient information to report, it returns to 

Heaven, where it shares its findings with its superiors .  

Since their tasks require discretion, spyglass archons 

train in multiple discreet fighting styles ,  and are as capable 

as any rogue oflaying a foe low before she even notices the 

archon's presence. Specialized spell-like abilities aid the 

sleuths in this endeavor, and they are not above shrouding 

an enemy in magical darkness  before descending upon her. 

Souls that become spyglass archons are solitary by 

nature, so they have few qualms about the isolation 

entailed by work. Most of their missions require intense 

concentration and skill, and are most easily undertaken 

by a single individual, but 2 spyglass  archons might work 

together on extremely difficult, multipart missions. 

Spyglas s  archons are just over 5 feet tall and weigh 

almost 120 pounds.  
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liZATA, VERAN_ALLiA 
This rosy-haired woman is completely nude except for the mass 

of vines and leaves that cover her l ower body. The plant matter 

silently weaves about her frame seeminJJ/y of its own volition, 

and consists of flourishinJJ vines burstinJJ with bloominJJ flowers 

as well as wilted leaves covered with a silvery sheen ofhoaifrost. 

_V_E R_A_NA_L_LIA ______ C_R_2_0 . (f) • 
XP 307,200 
CG Large outsider (azata, chaotic, extraplanar, good) 

lnit +12; Senses darkvision 60 ft., low-light vision, tremorsense 

60 ft.; Perception +39 

DEFENSE 

AC 36, touch 17, flat-footed 28 (+8 Dex, +19 natural, -1 size) 

hp 324 (24d10+192) 

Fort +21, Ref +16, Will +22 

DR 15/cold iron and evil; Immune electricity, petrification; 

Resist cold 10, fire 10; SR 31 

OFFENSE 

Speed 5 0  ft.; transport via plants 

Melee +3 icy burst sickle +35/+30/+25/+20 (ld6+12/19-20 plus 

ld6 cold), 4 vines +27 (ld8+4 plus grab) 

Space 1 O ft.; Reach 5 ft. (1 O ft. with vines) 

Special Attacks autumnal embrace, constrict (ld8+4), rebirth 

Spell-Like Abilities (CL 20th; concentration +29) 

Constant-detect animals or plants, detect evil, speak with 

plants, transport via plants 

At will-blight, cure serious wounds, diminish plants, 

entangle (DC 20), plant growth 

5/day-control plants (DC 27), grove of respiteAPG, wall of thorns 

3/day-onimate plants, awoken, repel metal or stone 

1/day-regenerate, shambler 

Cleric Spells Prepared (CL 20th; concentration +28) 

9th-energy drain (DC 27) (2), mass heal, storm of 

vengeance (DC 27) 

8th-cloak of chaos, earthquake, mass cure critical wounds (2), 

sunburst (DC 26) 

7th-blasphemy (DC 25), destruction (DC 25), greater 

restoration, mass cure serious wounds, repulsion (DC 25) 

6th-antilife shell, banishment (DC 24), greater dispel magic, 

heal, wind walk 

5th-breath of life, dispel evil (DC 23) (2), greater command 

(DC 23), insect plague 

4th-ontiplant shell, chaos hammer (DC 22), freedom of 

movement, holy smite (DC 22), neutralize poison, poison 

(DC 22) 

3 rd-contagion (DC 21), daylight, dispel magic, protection 

from energy, searing light, water walk 

2nd-align weapon, barkskin, calm emotions (DC 20), 

enthrall (DC 20), gentle repose, lesser restoration 

1 st-detect law, divine favor, endure elements, entropic 

shield, protection from evil, remove fear 

0-create water, detect poison, light, purify food and drink 

STATISTICS 

Str 28, Dex 26, Con 25, Int 18, Wis 27, Cha 29 

Base Atk +24; CMB +34 (+38 grapple); CMD 52 (56 vs. trip) 

Feats Alertness, Cleave, Combat Casting, Combat Reflexes, 

Critical Focus, Great Cleave, Improved Critical (sickle), 

Improved Initiative, Improved Natural Attack (vine), Power 

Attack, Sickening Critical, Toughness 

Skills Bluff +36, Climb +33, Escape Artist +35, Heal +35, 

Intimidate +36, Knowledge (nature) +31, Knowledge 

(planes) +31, Perception +39, Sense Motive +39, Stealth +31 

Languages Celestial, Draconic, Infernal; speak with plants; 

truespeech 

SQ undersized weapons, winter sickle 

ECOLOGY 

Environment any (Elysium) 

Organization solitary, pair, or grove (3-6) 

Treasure double 

SPECIAL ABILITIES 

Autumnal Embrace (Su) At will, a veranallia can strike any 

creature within 30 feet barren or sterile. The target must 

succeed at a DC 31 Fortitude save or lose any ability it had to 

reproduce or bear children. This effect can only be removed 

by a heal, limited wish, miracle, or wish spell. Creatures that 

magically reproduce are not affected by this ability. The save 

DC is Charisma-based. 

Rebirth (Su) Once per day, a veranallia can reincarnate a 

creature she deems worthy of the honor. The creature's 

original body decays and sinks into the ground, affecting 

the surrounding area in a 1/2-mile radius as though with 

plant growth (enrichment). Over the course of ld 4 days, a 

white, flowery cocoon emerges from the affected ground 

and splits open, revealing the newly reincarnated creature 

inside. Creatures reincarnated by a veranallia always return 

to life as aasimars. This ability otherwise functions as the 

reincarnate spell. 

Spells Veranallias cast divine spells as 20th-level clerics and 

have access to some druid spells. They do not gain access to 

domains or other cleric abilities. 

Winter Sickle (Ex) At will as a free action, a veranallia can create 

a jagged blade from her hoarfrost-covered vines that acts as 

a +3 icy burst sickle. One round after it leaves the veranallia's 

grasp, the weapon melts into a small puddle of water. 

Veranallias are among the most powerful azatas known 

and embody the changing of the seasons, from blossoming 

spring to dormant winter. They command the growth and 

decay of plants, control various aspects of the weather, and 

enrich soil with the remains of fallen foes. A veranallia 

stands 8 feet tall and weighs about 350 pounds. 

Beautiful and majestic, the queenly veranallia possesses 

a form that combines aspects of a feylike woman and the 

subtle power of nature. A veranallia appears humanoid 

from the waist up, but where her thighs and legs should be, 



sprout countless vines, leaves ,  and various kinds of plant 

matter instead. These flora represent the life of plants 

throughout all stages of the year, continually shifting from 

blooming, verdant colors and textures to crisp, withered 

specimens and back in a matter of seconds. 

Veranallias hail from the wildest regions of Elysium, 

primeval realms where few but the mightiest azatas 

dare tread. They are creatures of transition, preferring 

the unpredictable maelstroms of weather at Elysium's 

edges to the more temperate or consistent regions of 

that plane. They also have a particular appreciation for 

areas where one element transitions into another, such 

as coastlines ,  geysers ,  hot springs, and underground 

lakes .  Many among their kind can be found in the lush 

Field ofBroken Tyrants or various heavily wooded forests 

throughout Elysium; as many as a dozen veranallias 

are reputed to dwell among the ever-changing trees 

and plants of the Painted Forest, and it is  thought their 

annual tribunals are actually the source of the eldritch 

woodland's transformative climate and continually 

shifting composition. 

At first glance, a veranallia's lower body may appear 

to be made of living plants that wrap themselves around 

her, but these vines are in fact a part of the azata's strange 

physiology. Despite this ,  she is not subject to bl(ght or 

similar plant-affecting magic, and attempts to use such 

abilities to hinder her inspire a veranallia's ire like little 

else. A veranallia's vines are incredibly strong and can 

entwine and crush an enemy as easily as a python would 

crush a field mouse.  These vines often change appearance 

based on the veranallia's environment, but not always in 

any predictable or sensible manner. 

Veranallias prefer the company of other azatas, and 

may have any number of faithful bralani or ghaele 

followers. Their fickle natures make it difficult for most 

other creatures ,  even other azatas, to interact with them. 

Lillends are not inspired by the dangerous power of 

veranallias, and brijidines '  beliefin the cleansing power of 

fire does not make friendship with the verdant veranallias 

easy. While most other celestials concede that veranallias 

have only the best intentions, most would still rather deal 

with more predictable members of the celestial planes .  

Archons in particular find it  almost impossible to speak 

to veranallias,  and the noble angels and agathions have 

trouble following a veranallia's leaps in logic 

and rapidly shifting moods. 

Due to their power and influence, it takes 

a force of great evil to slay veranallias. When a 

veranallia does die, however, her body explodes 

into a fine glittering dust that covers a radius of 

up to a mile. This area becomes exceedingly 

fertile and subject to indeterminate 

weather. Storms , snowfalls, heat waves ,  
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and gentle showers come by turns regardles s  of the 

region's usual climate. Veranallias who have died on 

the evil Outer Planes have left such fertile areas behind, 

but the soil inevitably becomes corrupted again, giving 

rise to vile creatures such as sards and spawning vicious 

weather patterns. 

Hardy plane-traveling adventurers speak of ancient 

veranallias living in the remotest corners of Elysium, 

and claim that these unique azatas possess  even greater 

mastery over the elements than their more commonly 

encountered kin. Veranallias with the ability to shower 

entire mountains with lightning or cause heat waves 

so intense that they turn lakes to sand are spoken of 

in arcane texts in the Great Library of Harmonious 

Scripture of Heaven. 
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PRAY FOR MERCY 
The empyreal lords watch over the infinite expanses of  the multiverse to  ensure 

that good can flourish and that evil, no matter its form, can be vanquished. But even 

these  powers cannot stem the tide of evil by themselves ,  and they must often rely on 

their celestial servants-noble angels,  wise agathions, unrelenting archons,  and 

free-spirited azatas-to lead the charge against the 

forces of corruption. Together, these virtuous forces 

wage an unending war against the blasphemous 

and the profane, all the while lifting worthy mortals 

to stations of ever-greater glory among the boundles s  

celestial spheres .  

Inside this book, you'll find: 

� A thorough exploration of over 50 empyreal lords ,  including 

details on their minions,  the divine powers they bestow upon 

mortal worshipers, and the celestial realms from which they hail. 

� Rules for the mystery cultist prestige class  and details on the 

various types of mystery cults .  

� Methods to bolster mortal spellcasters '  efforts while summoning 

all the different types of celestials .  

� New spells  for spellcasters to hurl at their wicked foes and new 

magic items to aid adventurers in their battles against evil. 

� Rules for rituals of self-mortification and the divine 

powers that can be gleaned by such acts of devotion. 

� A bestiary of five new celestials to assist or oppose player 

characters, including the keen- eyed spyglas s  archon and 

the veranallia, azata master of seasons, growth, and decay. 

Chronicle of the R(ghteous is intended for use with the Pathfinder 

Roleplaying Game and Pathfinder campaign 

easily be used in any fantasy game setting. 
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